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Cauldron 14 and Antirtad 
fro m PALACE are set to 
spring on an 
unsuspecting world , , . 
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YIE AR KUNG FU 


If you con master the ten moves, expect the unexpected and FIGHT 
for your LIFE against the formidable masters of the martial arts you 
may live to meet them again on the mountain or in the Temple, 


COMIC BAKERY 


‘ Fbnic in the bake-shop 
'Fast and furious arcade fun, 

' Help Joe the baker defend his loaves from the rascally raccoons.. 
‘Another red-hot Konami cookie! 


MIKIE 


Mikie plays a knockout frantic farce in the classroom, locker room 
and the high school cafeteria. Hip-zap, door attack, throw balls and 
piei.,bul can yojj make him hand his love letter to ms girl-friend^ 


jm 
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Imagine Software |T984i, 6 Centra/ Street 
Manchester M2 SNS. Tel: 061-834 39.39. Telex: 6699// 




of fun. 


You con almost feel the tension of the big match breaking through the 
screen.., the expectant crowd is almost on top of you! You return the 
service wjth a lop spin backhand, ihen a forward back-spin, the ball 
bounces high from your opponent's looping, defensive 
lab.,. SMASH!,.. o great shot opens the score.. .but this is only your first 
point! Play head to head or against the computer in this, Kona mi's 
first and best table-tennis simulation. 


ami 


Enter the stadium of Konami's No, 1 arcade smosh-hit sports simula- 
tion, From the finesse and skill of Archeryond Skeet Shooting to the 
critical timing and brute force of weight lifting - six events to test you 
to your limit. Hyper Sports - continuing the challenge where ' Frock 

fTrvrl FS&Jrl' asft 
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It nagine Software is 


available from selected branches of: - 

. WH.SM IT J 1 , r /JSSESSM.WOOtJmmm , LASKYS, Rumbelows 
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, Spectrum Shops and all good dealers. 






\ Ai /aVable for \ \ 

Spectrum 48k , CBM 64 ^ 8 , All Amstrads, Alt 
48k Ataris, Atari ST, BBC B, MSX 
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PRIZE COMPETITIONS 

54 KARTING ACTION WITH RAJNBIRD 

You could be a winner of one of the two fabulous 
Zip Racing Kart vouchers up for grabs. Each is 
worth £1,000, enough to buy a top notch, high 
speed racer and all the gear need, plus some 
advice from Rainhird J s Kart expert, Tony Rainbird. 

84 ZZAP I COMPETITION NUMBER ONE! 

To celebrate the news that we've become 
Britain's number one 64 mag, here are two comps 
from us specially to say 'thank you' to you. A 
twinned chance to win a Commodore 64 
computer complete with 1541 Disk Drive. There's 
one set up for grabs this month and another next 
month, 

85 ZZAPI COMPETITION NUMBER TWO I 

And to keep you fit in between keyboard bashing 
bouts — how about winning the 10 speed Raleigh 
racing bike on offer? 

91 STEP INTO MY TARDJS . . , 

Have you ever wanted to see how Doctor Who is 
made? Weil Micropower will whisk you into 
Auntie Bomb's bowels and let you watch a studio 
rehearsal, IF you win their comp. If you almost 
don't, then there are some games up for grabs 
too! 



MAY SPECIALS 

40 THE DAILY LLAMA (The Birth of 
Mincer's latest) 

Ves Folks, it's the all singing, all dancing ante- 
natal game clinic, where Dr ZZAPI checks into the 
progress of JEFF MINTER s unborn game. IRIDIS 
ALPHA, in this our second ever programmer's 
diary. 

42 FOUR MINDS FOREVER VOYAGING 

Sean Mast arson interviews four of the fNFOCOM 
team of adventure creators in a very long 
< ru nsota lantic.p hone call. Split into two parts, this 
month he talks to two of the author?, DAVE 
LEBUNG and STEVE MERETZKY 

86 PAST ft FUTURE ZOMBIES 

Gary Penn talks to the people who brought you 
THE EVIL DEAD and CAULDRON on the eve of 
CAULDRON U s release — Palace Software. 

98ZZAPBACK 

JR and GP glance over their shoulders at some of 
e things they said a year ago about the Si 22 lers, 

102 RENAMING THE NAME 
OF THE GAME 

Julian Rig nail went to Manchester to talk to Colin 
Stokes and David Ward about IMAGINE 
SOFTWARE, its games and programmers. 

108 COMPUNET & ART GALLERY 

The Garies UPDT on UPLDsand Brigitte takes a 
peek at three new 'works' by Hugh Riley. 











HOT GAMES FOR MAY 


16 THRUST 

Another of those rare budget Sizilers, this time 
from Firebird. 

24 ALTER EGO 

Activision offer you the chance to control your 
own destiny along alternative lines. 

88 PREVIEWS 

We look atSPINDIZZY {Electric Dreams), TIME 
TRAX {ASP), FAIRLIGHT{The Edge) and 
INTERNATIONAL KA RATE (System 3 ), a II of which 
are nearly ready, all of which look good . , , 


ZZAP SECTIONS 

7 EDITORIAL 

I I ZZAPI RRAP 

Cowering behind lovable Lloyd Mangram, the 
ZZAP! team open a few letter? and read them out 
aloud. 

46 ZZAPf CHCHALLENGE 

This month, following the programmers 
Superstar Challenge, we're having an in-house 
event with GP, JR, GL, SM and of course the 
'housewives' choice' — PS. JEFF MllMTER, last 
month's winner, makes a return appearance? to 
take up the challenge, 

50 THE SCO RE LORO SPEAKETH 

And pronounces on your latest high -sea res. 

S3 ZZAPI DREADERS TOP 30 CHART 
56 ZZAPf TTIPS 

Gary Penn investigates the world of cheating in 
Style, Completes CHIMERA and bounds along 
levels 3 ^nd 4 of BOUNDER |the Map). 

67 CHRONICLES OF THE WHITE WIZARD 

Or Whitey waves bis wand for whatever) over the 
latest offerings from the exploring fraternity. 

73 ZZAPICCOMPETITfON RESULTS ft 
FORMS 

75 ZZAPI 5STRATEGY 

Sean raises the flag on JWO JIM A and updates on 
SSI with TIGERS IN THE SNOW 

92 SHADOW SPIEL 

Indi f at ig able seeker of tr uth a nd delusion — The 
Shadow knows you know, he knows. 

94 NEWS FLASH 

A few things that escape even the Shadow?? 

I I I THE TERMINAL MAN 

The excitement mounts as the Arcadians head for 
the Graveyard of the Starships. 



W 
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The f>exi issue oF ZZAP i go @6 on sale horn 8 th 
Mav . As a citizen* it is your duty to purchase a 
Copy, If you fail in this, well. we^l just hsve to.bring 
fheguilfotine back. Tumbrils will roil — you' Ve 
been warned. Keep your head, keep ahead - Get 
ZZAPt (You know it makes sense , . . \ 
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0(lSI FROM Ajj 


Available for 


Written by 
Sid Meier— 
Author of the 
fig hly acclaimed 
F-15 Strike Eagle 
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CASSETTE 



95 E 


Manuraaured In the UX under Hcmee- from 
MICRO PROSE SOFTWARE by U.S, Gold limited, 
Unit ilL The frrfcwiy hidusiiljtl Centre,, 
i^rujige Street, Blrmln^um B7 4LY, THeptwnc 
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* FIVE AUTHENTIC BATTLE STATION SCREENS ■ 

FIVE PACIFIC SCENARIOS - SUPERB DOCUMENTATION 

Thrill id Uk Initial laghtfhi qI Hi* WteWT Hflile In VOtar peffeieatHf b* itifclr -.hip crane Inro your ru^, But watch But live enemy's Kcarti 
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KiFflEf It night wring Crfllv iwttr W guide ywJ Do yen flre a fpnrt nf ymr pradbu* inrpHkws nr an imu close the range md^ck^ff 
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You know fhat it isn't like anyone 
atZZAP! to boast (apart from JR 
of course I, but go on. Jet us just 
have one Ifttle boast for a 
change! The latest figures for 
magazine sales have just been 
published by ABC (Audit Bureau 
of Circulations), These are the 
average monthly sales for the 
period July to December 85,, and 
they show that ZZAPI 64 is now 
the leading magazine in the 
Field, with a greater number of 
copies sold per month in Britain 
than any other com parable title. 

As its editor, (would just like 
lo say Thank You' to aN readers, 
because without you r you know, 
we wouldn't sell a single copy, 
(Well, I expect Gary Penn’s mum 
might, so would GL r s mum, 
Julian's , . , yes r Sean's 
Man ch ester c ronies, Lloy d 's 
sister . , „ perhaps — anyway, we 
wouldn't soli more than five 
copies without you}. 

I would also like to say 'thank 
you' to Gary Penn, on whose 
shoulders the mam burden for 
getting ZZAPf together every 
month, has fallen, From callow 
Berkhampstead joystick wiggler 
to assistant editor of the biggest 
Commodore mag in Britain in 
only one year— a real rags to 
riches story, and in the process 
he's tea mt that definite is 
spelled with an V, ’separate' and 
‘desperate’ may sound the same 
but do n 't look the sa me , a n d lots 
Of other useful things. 

Congratulations too, to out 
sister mag, CRASH. Its ABC 
figures show that not only has it 
outstripped rival Sinclair Userta 
become the world's leading 
Sinclair magazine, but its UK 
sales have even outstripped 
those of Computet & Video 
Games, to make it Britain's top 
selling computer title of any 
kind. 

However. Enough of the 
backslapping, Back to software 
— well SOME software. For 
another month running we can't 


report happily on the general 
state of releasing. Loads in the 
'pipelines', not a lot emerging, f 
hope this mental constipation 
isn't going to result in the 
software 'runs', a frightening 
state caused by a flood of 
releases, followed by the usual 
symptoms of depression and 
fitful anger because none of the 
releases got the attention their 
owners thought they deserved. 
There are few things more 
upsetting than having a couple 
of months with little happening, 
and then two with everything ' 
that should have happened 
earlier all compressed up, so we 
have to skate over so much of it. 

Something bad seems to have 
happened to releasing dates 
over the past few months, with 
more and more games ’delayed' 
or even disappearing 
altogether. Programming 
complexity 1 i$ the popular 
excuse, but whatever the 
'complex' of problems behind 
delays may be, it they don't do 
the business much good. There 
ought to be a machine code 
laxative available to release 
programmers from their 
digestive problems! 

So this month we only have 
two Sizzlers and one Gold 
Medal, One Sfzzler,, Thrust, is a 
budget release from Firebird, 
and the other, Super Bowf from 
Ocean slipped in breathlessly at 
the lest second. The Gold Medal 
is Activision's weird and 
wonderful After &go t not so 
much agame, more a way of 
[ i vi ng r Th e th re e h a ve a bso I ute jy 
nothing in common with each 
Other except their cleverness 
and originality in play and 
presentation. Thus, art a time 
when l r m bemoaning the lack of 
software, l r m also feeling 
relieved that among what has 
come in is some excel lent stuff. 
Stuff is what we all thrive on r so 
let's have lots more stuff as soon 

possible pi ease I 


NOW WE RE THE // 


THEZZAPl 

RATINGS 

PRESENTATION: Packaging, 
printed instructions, on-screen 
instructions, loading, play 
options, program facilities 
(including things like ease of 
joystick or keyboard control), 
on-screen impression — every* 
thing except the game itself. 

GRAPHICS; Variety, detail and 
effect i ve ne ss of scree n p ictu res, 
quality of animation, 
smoothness of movement. 

SOUND: Variety and 
effectiveness of sound effects, 
quality both technically and 
aesthetically of music. Also: 
does sound annoy? 

HOOKABIUTY: How strongly 
does the game make you want 
to play it and keep playing it? 


LAST ABILITY: How long will it 
keep its hold on you? 

VALUE FOR MONEY: Takes into 
account the price plus all the 
above ratings. 

OVERALL: With all the above 
ratings in, this is ITJ — what the 
reviewers think in general. 


THEZZAP! LABELS 
GOLD MEDAL AWARD: 

Definitely a game above all 
others in the month of review, 
There may not be a Gold Medal 
game every issue, but if there is, 
get it! Just occasionally there 
may be two . . . 

SIZZLER; Hot games of the 
month — must normally score 
around 90%. We reckon any 
7ZAPI Sizzler is a great buy, 
unless you really hate thal 
particular type of game. 


games reviewed in this issue 


After Ego (GM) 24 

Ark Pandora 18 

Capt'n Kidd 30 

Dr Who and the 

Mines of Terror 26 

Elektra Glide 23 

Geoff Gapes Strongman 38 

Hocus Focus 37 

Iwo Jima 81 

Lucifer's Realm 69 

Mission Asteroid 66 


Mr Mephrsto 3T 
Mugsy's Revenge 32 
Odyssey 70 
Psi-5 20 

Silent Service 82 
Super Bowl fSj 34 
Thrust (S) 16 
Tigers in the Snow 88 
Trollbound 70 
Ultima IV 67 


ADVERTISER'S INDEX 


Activision 

27 

A riol a soft 

61 

Argus Press 

28, 29 

Beyond 

66, 107 
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104 

Database 

90 

Date! 

73 

Elite 

back cover 

Firebird 

45, 101 

FPS 

104 

Gargoyle 

37 

Gemini Marketing 

39 

Gremlin Graphics 

51 

Imagine 

2,3 

Mirrorsoft 

15 

MRS 

21 


Ocean 33,36,110 

Precision Software 10 

Rotrtek 49 

SJB Disks 104 

System 3 41 

Turbosoft 104 

US Gold 6,22,31,52,71, 

77,78. 115 
Video Vault 13 
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ZZAPI Back Numbers 63 

ZZAPI Mail Order 64, 65 
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ZZAPI T Shirts and Binders 63 
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HOW MUCH 

MODEM TIME? 


Dear Z/apI 

I hfld been tbrnking about 
buying a modem for sametime 
and was delighted to see the 
special offer in your magazine, 


bui 1 have a few questions to ask, 
mainly why are you onfcy 
aNowed to use the modem for 6 
hours every three months? and 
whai kind of socket do you need 
for the Commodore modem. 
Please could you answer these 
questions 7 As i am seriously 
considering buying the modem 
in your offer, 

Ian Macphee, Dunfermline, Fite 


Vtou csn use you modem for as 
many hours as you tike, fan, it 
was onfy the special offer th&? 
included six free ’ ho urs in each 
three month period whtch f he 
offer affows — after (hat — you 
pay! The socket you need (ffw 
modem comes complete! is the 
standard modern tefephone 
waff ' f fat jack T socket 
LM 


BIAS OVER 
PARADROID 

Dear Uoyd, 

After reading the letter in your 
Christmas Special sent fn by R 
SOMA IYA with no address on 
page 59 titled FACE THE FACTS. 

I disagree with everything he 
says 

Paradroid is a BRILLIANT 
GAME. The marn instructions 
are on the card of the tape box. 
You do NOT have to wait 5 
seconds before you can fire 
again. As for the word biased', R 
Sornaiyaprobablydoesn'tknow 
what the word means but what 
do you expect from someone so 
narrow minded? 

Please print this letter so that 
Ft fwallv) Somaiya can read it. 
Yours Thankfully, N.D.C. 

Not fair! You cdn '( slate 
someone like this Without 
putting your name fo the letter I 
Own up’ 

LM 

what" happened 

TO THE ADS? 

Dear Zzap! 

lamwr ft i ng to you to i n f o rm you 
of a small but annoying thing 
that has always got at me when 
lookinqat The Advertisers 1 
index. For example when I 
wa nted to se e wh at Qd i n ha d to 
offer in issueS, I was told to look 
look at pages 95 and 107, 1 firstly 
flicked to page 35 to see a Young 
Ones □ d v e rt r I was q u ite pu?? led . 
f then had a look at 107 to find 
myself halfway Into the 
adventure sectson/this I had 
seen before but Met It pass as an 
excuse that you must have had a 
lot on your plate at that time. Bui 
this is too much, I wasted about 
5 minutes looking through the 
mag until Hooray, signs Df an 
Odin advertisement- 1 then 
Found another. They ended up 
on page 33 [Not a mile away) 
and 85, Nothing like 35 and 107. 1 
know it must be hectic getting a 
mag together every month but 
you must have looked and seen 
a mistake like that, 

Robert Hamm^rton, Wernbley, 
Middlesex 

Qbviavsty everyone tries to 
avoid this kind of thing 
happening^ but when it does 
occur, it isn't often anyone's 
fault — realty. You see, pages 
are allocated to ads before they 
arrive here T and white they are 
arriving. 4s the magazine's 
layout progressed, various parts 
of the publication are completed 
and sent to the printer if any 
alterations take place after that , 
it's too late to do much, and that 
can include both the positioning 
for repositioning} of an ad AND 
the advertisers 1 index. I assure 
you r for us in editorial when we 
want to look something up, it's 
as much of a pain as it is for the 
advertiser and the reader! 

LM 
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Fast Access Plus 1000k per disk! 

0 Three times the capacity of the 1571 
Four times faster than the 1541 
0 Six times the capacity of the 1541 or 1570 
0 Proven technology based on reliable 8250 dual drive 
0 Connects directly to Commodore 128, Commodore 64, 
Commodore 700, 4000 and 8000 series 


SFD10O1 + INTERFACE + CABLE 

C SFD1001 1Mb disk drive 

• Brain Boxes C128/64 convertible 
interface 

® IEEE parallel data cable 

Back up and file conversion utilities 
for Superbase users 

r£279*\ 

SAVE £55 . nine VAX ) 


PLUS free upgrade for existing 
Superbase users 


ACCESS 


VISA 


or cheque 
with order 


*Plu$ £15 PfifP anywhere in ihe LLK. 


SFD1001 + INTERFACE + CABLE 

© SFDI001 1Mb disk drive 
€ Brain Boxes C 1 28 / 64 convertible 
interface 

# IEEE parallel data cable 

• Back up and file conversion utilities 

powerful programmable 
database 


SAVE £65 


£359 


VAT 


Precision 

Software 


Precision Software Limited 

6 Park Terrace, Worcester Park 

Surrey KT4 7JZ 

Telex: 8955021 PRECIS G 

Telephone Rex Green on 

01-330 7166 












DISK UPGRADES 

Dear Lloyd, 

! was interested lo read frhe letter 
from John Alsop in the March 
issue about the disk upgrade 
oiicy for non- policy) opera led 
y U$ Gqfd — and a number of 
other software houses. 

I’d just fike to point out that 
Mirrorsoft have always offered, 
and will continue to offer, disk 
upgrade$ for our Commodore 
64 cassette products. All the 
Upgrades needs to do is return 
the cassette (not the packaging 


ora$socfated print} to us with € 3 
to coyer handfing and the cost of 
the disk, and the upgrade will be 
sent by return. A slip informing! 
customers of this is incfuded 
with all C646 tape packs, 
Fncidentalfy, we offer the 
same service to BBC users at C3 
and Amstrad us^rs at E5. 

Keep up fhe good work! 

Fhit Bitten, Marketing Manager, 
MIRROftSOFT 

Thank you for the information, 
Pat, and you keep up the good 
work toot 

m 


Dear Lloyd, 

When I received the march 
edition of ZZAP I, TWO days late 
I might add (}}, 1 promptly 
opened the mag at ZZAP Rrep as 
I usually do — but as t browsed 
through f saw something on 
page 10 which nearly made my 
eyes pop out! 

In the fetter from Simon 
Breedman he said that ONE 
PAGE is loo much on ol' 
Compunet, I was so disgusted 
with seeing this I felt I had to get 
Out the Old Easy Script and write 
a letter of complaint. I bet if 
Simon had been on the Net (as 
us dedicated users call rt J, he 
would appreciate the vastness 
and sheer standard of the work 
on it . 

But that is not the only reason I 
write, 1 also wanted to draw your 
attention to a new club coming 
soon on the Net. After hours of 
video taping, watching, 
recording and reading readers' 
problems encountered with 
them, I, am setting up The Little 
Computer People Club or LCPC, 
will cater for i CP owners who 
need help on this subject. I. The 
Mighty Mogg (NOT Boggj will, 
wrth the help of the D Team m 

ASSIST AN YON E WITH LCP 
Blues, There will also be as seen 
in ZZAPRrap Issue 8 a RSPCLCP 
or 'The Royal Society for the 
Prevention of Cruelty to Little 
Computer People. '(Phewl! j but 
we hope this one doesn'l 
become too popular) 

For ad C'netters who want to 
send an idea or two for The LCPC 
the MBX is MTA1, 

Finally I enclose a few com- 
icies f have done thanks to me 1 
rinter, 

TTte Mighty Mogg, aka M Allen, 
Meaner, Derbyshire , 

Thinks for the ptes — sorry 
there 's only room to print one, 
but let’s face it, that's better then 
a slap round she face with a wet 
fish, i$n 7 tt ? Here, here! we all 
cry. One page certainty isn 7 
enough for Compunet end ail 
that seifs in it! Do f beer a big 
'y ay' for Brigitte? 

LM 


LCP 

HELP 

ON 

THE 


WHAT HAPPENED 
TO TORIK7 

Dear Enigma Force Reviewer, 

I know that if I say 'Please please 
print this letter' you won’t print 
it, but if I don't say 'Please please 
print this letter' you won't, so 
what can I say? Please please 
please print this letter? Never 
mind that I'm writing to back up 
a poor forgotten deserted 
member of the Enigma team. He 
was the fastest, strongest and 
most capable member, and he 
wasn't even in the second game. 

Remember the Avian? Yeah, 
the big guy with the funny legs 
— put it th is way, he was a lot 
better looking than 2ark. I'm 
talking about Torikl Do any of 
you people up at ZZAP! 
remember him? 


I just want to let the world 
know that there was six in the 
team not five, but if you don't 
arint this letter, the world won't 
mow wit I they? And you won't 
print this letter because I said 
'Please please print this letter', 
and said that you won't print this 
letter. 

N Murray, Tooting, London 

Actually, we’re both sort of 
wrong, because we did say 
Someone was missing — Manto. 
On the other hand we forgot to 
add that Torik was also missing, 
end no one at Beyond had the 
courtesy to tell the world. They 
might have at /east kilted them 
off heroically in the inlay card I 
By the way, that was a total 
wasted 'pleases ' you can 
See. 

LM 


ROCKFORPS 


0 

0 

o 

£ 

ON 


MOUTH 

MAN GRAM 

DearZZAPl 

Let me start this letter with that 
time honoured cliche, 'i don't 
normally write to magazines but 

£ ■# P 

I don't normally write to 
magazines but. after reading 
Uoyd M a ngram's pathetic reply, 
to Robert Hunt's letter in the 
March issue of ZZAP ! . I feel 
somebody needs to wake him 
up to the big bad world outside 
the ZZAP Towers, 

Does he really believe that we 
are all highly paid magazine 
writers, who can pop out and 
'buy a disk drive' whenever the 
fancy takes, us. After all, we are 
talking about El 60 or more, 
which isn't exactly peanuts, 
even to people with jobs, let 
alone the poor buggers on the 
dole. 

Therefore unless Mr 
Mangram knows where us poor 
cassette owners can 'buy a disk 
drive' for less than E50, he 
should think about what he says, 
before opening his mouth and 
jumping in with both feet. 

This may also help prevent 
him being 'surprised' by the 
reaction of people who pay 
good money to read his 'clever' 
remarks to readers letters, 

( don't particularly care 
whether this letter is printed or 
not, but I do hope Mr Mangram 
reads it, or has it read to h im, 
and takes note. 

Well I m sorry that I had to be 
prompted into writing in with a 
complaint, because I have 
nothing but praise for your 
previous issues. 

Chris Murray, Forest Hill, 

London 


The reply was made in the 
context of complaints about the 
increasing amount of disk only 
software. I repeat, that to restrict 
£ VERY THING to cassette only 
games suites the development 
of more complex games, some 
of which may then be enticed 
onto cassette. However, if a 
game developed with disk in 
mind as E VERY American 
import has been, is then crushed 
onto cassette and perhaps made 
virtually unplayable in the 
process, the software /rouses 
can hardly be blamed— as f 
tried to point out, it's the system 
we Vc? had imposed on us from 
the start that is the problem. ! 
can ? tell you where to get a disk 
drive for under £50 (although if 
you re on the dole, I should have 
thought that was too much as 
welil, but you could possibly try 


winning one in this issue of 
ZZAP! or indeed in next month's 
issue as well 

BMLM 
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.otkriocbnganv.o}' 1 ^™^ 
nicrOT 1 suppose it s t: el a use 
ve bought every copy o' 
octeK^nath^aMv™^ 
ike the view of an old-timer an 

’'^FirsL^reat reviews, \ never 
buvaBaiTiewjJhog^ st 

SmSSrt once and M I «■ 

S&. Guwl m "“*5" 

riqhl wave length for that on 
Mind you. Koronis Rift n^om 

*«S?3sS& 

can't save the game on the P ■ 
version of Korort/s^- 
Pa&droid waswef 1 w° ™ tne_ 
wail and it was great to r ^d 
the trials and ttibulahons as t 

qame was bor rt, n wh 

“ The Xmas igue ws* super ^ 
*. an jw han Dare fan 1 thinx in 

S^,iS was SanlastSc, even niy 
mSnpped reading mv copy 
S hSrted buying b-s own. 


A few book reviews and a 

more 

jJS on t he 64 th a n SH I FT a nd 
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Sank the Guy /Gal who sen , ,n 

. ■ aokes lor 
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all those lovely poke* 
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Yorkshire 

unnstuliv. someone vn>> u1 / 
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books, wet! it saonm^ 
for 'serious software ■ 
seems to have been a definite 

ThTbfoAbefa bit. iiiU, at the 

SKrt^ff * ntsk through my 
head, ///suggest it' 
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DearZZAPf 

Why do peofile make all this fuss 
about Rockford (and 
presumably Thing as well now)? 
Surety people of the taste and 
intelligence of not only CBM 64 
owners but also of ZZAPI 
readers should have enough 
sense to merely ignore the little 
cultfs} if they can't stand him 
(them). Don't waste valuable 
R rap space with such pointless 
debate oh ye multitudes of 
ZZAPI readers and qet on with 


ft 


something useful, like slagging 
off the Spectrum. Seriously 
though some of my best friends 
are spectrum owners (but f'm 
sure they'll get over it! ) 

You know those Elite pokes 
ou printed a few issues bade? 
ell try poking the laser 
locations with 255 to get 
yourself a really handy gun. Two 
blasts and anything in the 
known Universe (Space Stations 
excluded) is space dust. The 
only snag is that your energy 
banks go down rather quickly 
and you can't do anything about 
it, still there's a price to be paid 
for everything. Still on the 
subject of Elite, how do you get 
the other missions? there must 
be some value you can poke i nto 
a few locations in you 
commander to set them up. 
Anyone out there know them? 

M Fitzgerald, Hereford 

I've no idea why people make a 
fuss about Rockford— after all, 
he is quite useful in the margins 
realty. The next writers are so 
enamoured, they composed a 
song about the tittle cult . . . 

LM 


Internecine 

WARFARE 


Dear Lloyd, 

I sm not expecting this to be 
letter of t ho Month fl will not 
complain if it i&f) I was just 
wondering if the three 
computer mag* erg jealous of 
each other. 

I got ZZAPI, AMHXE and 
CRASH every month and on 
more than one occasion I have 
come across remarks th&t try to 
make one of the other two mags 
or the rr crew look i nfer for to the i r 
Own, 

An example of this was in 
AMTIX! Issue number 5 when a 
Mr P Lavers wrote in and s aid ft 
would be a good Idea to feature 
Record who F like the rest of the 
ZZAF 1 crew, tends towards 
swell hegrfednessl' 

M I think ZZAPI (I nc Rockford) 
is the best of the three mags you 
can imagine what I thought of 
AMTIXf end their GTS team 
(Whet does QTS stand for 
anyway?) i can oniy put it down 
to the fact That AMtfXI and their 
crew a re jealous of the 64. 
Graham Edge, WidneSj Cheshire 

Noturaffy we att try to create a 
tittle competitive spirit between 


the magazines, but honestly, it's 
jpectaf/y 

Buftfnh f we even buy each other 


aff okay, est 


down at the 


drinks occasionmffy (except for 
CRASH fAMTtX l person Robin ■ 

Candy who "s caving up to be a . 
milfton&re), 

jhJ 


Tlj^^KFbR^^G 


<To be sung to the tune of 
'Rudolph The Red Nosed 
Reindeer*) 

Rockford the cool dude insect. 
Had a margin f-in ZZAPI, And if 

®*w»r 

REVIEWER 

DeaiZZAP! 

compf flJ - n ab0UT 

and Ga^L^drf 0 Jul ' 3n 
Sf biles. Come nn p don ' never 

& 'fe 8 °™ ° mau ' !a * 

*?£ to keepj^ntr?^ iik& 
rpth&r than fauohin 

Caricature nn nr * f0n of 


you ever saw it. It would really 
make you laugh. 

All of the other reviewers, Used 
to laugh and call him names, 
They never let poor Rockford, 
Help them in reviewing games. 

Then one foggy December day, 
The Editor came to say. Put 
away your tear soaked tissue. 
Come and review for The 
Christmas Issue. 


Then hew the reviewers loved 
hi m, And they shouted out w ith n 
glee, Rockford the cool dude 
insect, You'll go down in hi star q 

nn ^ 

1 


o 
o 
o 

o 

Shooters on sound saapler. Who ^ 
knows, it might make a free gift O 
in the next Christmas issuer 
LM O 


Compiled by Richard 
Middlemiss and Daniel 
Reynolds, Dronfield, Sheffield 

Not bad scanning, guys. We 
ought to get it recorded by 'once 
ly' Rignatl and the Digital 
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To ZZAP! RrapE 
Look what's wrong with you 
|iot? p Why are there hardly any 
letters from us northerners? 
Every month when I read your 
mag {which by the way is hrilll 
the names at the end of the 
letters are all followed by "Hants. 
Sussex, London' etc, never 
1 'Durham' or 'good ol 
Newcastle!" 

I bet you won't print this letter 
because it isn't typed. There's 
| nothing wrong with us lot you 
know, (mean, I can read and 
| write, though not at the seme 
, time and IVe got nearly 50.000 
credits on Bite, So you'd better 
this published or 


I send my whippets and pigeons 
down to sort you out 

A Lake {Golden Whippet of the 
North KHoug hto n-Le-Spri ng, 

T y ne & Wear 

What utter rubbish. Go f den 
Whtppet of the North! There are 
tots of people signing 
themselves as ‘warned of 
Cleveland'. 'constructive critic of 
Cumbria' or 'Nerd of 
Nodhumbedan d '. Are you (with 
your charmingly inverted 
snobishness } trying to imply 
that most 6 d owners are 
southern lounge lizards tike 
Uddpn? 


| start by getting 




Dear Uov4; t n saying that ■ 

s fegS^SS’ 1 

fwirt* 

agBSsSSf 

TSf^^SSSS** 

asJ^fepsS 

rn We wan’ ' 

Strip 3 n^- 

■aa, r sSv-rt. c,<,s “ 3 




PRICE AND 
RATINGS — 
WHERE? 


As the strategy intro dearly 
stated in that issue, the SSt 
games to which you refer had 
not (and as far as /know, stiff 
have not) been priced or 
re teased. They were very early 
pre-reviews, hence the lack of 
price and therefore ratings. The 
Activision Game Maker piece 
was an article, net a review — 
also clearly indicated, because 
the Game Maker is not a piece of 
software you can review in the 
usual way, so there was fell to be 
no- point. 

LM 


I wrsh to mention the iack of 
info rotation ( p rice, f o rmat etc) 
on the games Phantasie and 
Germany f9S5\ Please could 
you correct this and the lack of 
ratings on Activision's Games 
Maker 

Also next time anyone at 
ZZAPI decides to murder a little 
"“rson please, please MAKE 


f erson pie 
URE ITS ROCK FORD,.. 

Matthew Bennett, Hay ling 
Island, Hampshire 


O GETTING IT 
O ALMOST WRONG 

o Dear ZZAPI 

^ Hi! it'sme again I wrote the letter 
'always asking questions' that 

J I H r' r . j T a 


don 't make me laugh in my view 
100% means perfect. Paradrotd 
has no o ne o r two p I aye r optioi i , 
so joystick or keyboard choice 
ana, at first, the transfer game is 
very difficult and highly 
confusing doe to poorly wr itten 
snsti uctions, Graphics 97% 
another highly over ated mark,. 
OK so backgrounds are good but 
the robots are no more than 
figures moving around. Sounds 
as though all games that are 
good get high marks for 
everything — Finders Keepers is 
a good example, the game is 
good but Graphics and Sound 
are rubbish. 

Also Paradrotd is probably the 
most bug -ridden game l r ve 


played. Jet Set Wif/yh as nothing 
On this. Below are just some of 
the bugs I've discovered. 

1 ) Often Robots are Invincible. 
You can shoot laser bolts at 
them as long as you like and no 
damage will be done. 

2 \ Robots often stick to the walls 
unable to move, once I stuck to a 
wafi after much effort I moved 
through it and into blank spara 
outside the deck. 

3) Sometimes when in transfer 
mode you wi II get a robot even if 
there isn't one in sight you gg 
into the transfer game* there’s 
nothing you can do about It. 

You should be able to spot 
these buys as should Andrew 
Bray brook. 

To spoil your fun I will ask you 
some questions but this time 
only three, 

1 ) Are t he re a ny vers i on s of the 
a reads games Star Force, 
Paperboy, Future Spy, Mad 
Max, Gauntlet, Ghosts N 
Goblins, Vastor, and Green 
Beret, 

2) When reviewing games could 
you tell us why the cassette 
version needs more than one 
load, ie Summer Games II, 

Beach Head II, Skyfox etc, 

3 1 When will Pinball 
Construction Set on cassette be 
released? Also will it require 
more than one ball. 

Kevin Durrant, Cromer, Norfolk 


T a/king of accuracy, Revin 
/sorry, Kevin), your address, 
according to you fs : Cromer, 
Norwich, Norfolk. Strange, / 
always thought Cromer and 
Norwich were 20-30 mites apart. 
Right, Paradroid, having 
checked with everyone — and 
believe me, the game has been 
played at great length by ZZAPI 
staff (and even by several very 
noted programmers l and NO 
ONF has experienced the hugs 
of which you speak. A to further 
comment As to the ratings, 
well, again, Paradroid was 
played not Just by the required 3 
reviewers „ but by many r and the 
ratings were generally agreed 
upon , and i know of several f 

games with high Overalls, and 
tow ratings in other q 

departments — just look 
through the issues. • 

Answers . Arcade versions — 
YES to Paper Boy f Ghosts N 9 

Goblins f both Elite Systems) m 

and Green Beret llmagtnel - 

More than one load — because m 
they r n@ cassette 

impleme ntatfons of disk-based A 
games and all the information 
can y be loaded into your • 

computer at one go. No idea 
about a cassette vers/on of 9 

Pinball Construction Set yet m 

Okay? 9 

LM A A A 


q you kindly printed in the 

Christmas issue, and by the way 
O it's K Durrant not R Durrant/ 
anyway my main point of 
O writing is Paradroid — no, not to 
slag the game o If but you. 

The gams itself is excellent, 
the ratings you gave it for 
Hookability. a no La stability 
Value and Overall are al I very 
accurate but Presentation, 
Graphics and Sound are highly 
Overall, Presentation 100% — 
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VIDEO VAULT INTERNATIONAL 

j. 10 * REPAIR SERVICE nCSs 




COMMODORE 64 REPAIRED FOR ONLY £35.00 including POSTS 
PACKING • PARTS • INSURANCE - NO HIDDEN EXTRAS! 


"SSsas 


■x re you fM ua watting wrote; for + Wiley™ wrapt repair service 
your computer to be r eMrred 3 montti written guarantee’ on all 

well UMalrt no longer, we reisalr all repairs. 

Commodores same clay. We also # international ReoarrComoanv We 

Vlc ^ repair computers from ail over me 
arwes, plus 4, or you can order world 


+P Co rn* 


TRADE SUPPLIED 
FROM STOCK! 


‘fliPiillf O.I.Y. SECTION- 

if vou know what chip has gone in vour computer you 
can order the replacement i.c, from our range 

6526 25.00 1 901225-01 23.00 

6510 25.00 6569 25 00 

6581 25.00 4164 RAMS 3.00 

901227-03 23.00 Power Supply 

901226-01 25.00 Units 29.00 

AH prices Include V A T., please ado £1 50 to cover 
P & P ana handling costs, insurance. 


W 


Telephone: Glossop (STD 04574} 66565/67761 
140 High St, West, Glossop, Derbyshire, England 


ZZAP! 64 May 1986 13 







LUCAS FILM 
LOVERS! 


ZZAP! 

There *s a question I would like 
to ask you, are you in love with 
Lucasfitm Games? Like 1 mean in 
the Christmas ZZAP 1 Kgron/s 
Rift and Baflhlazer got ve ry h ig h 
marks, Solthought welM'JI have 
to buy them, Luckily for mo, my 
friend bou ght i t And wh e n I 
played it I had a heart attack, is 
this the ffa/jto/azerthey reviewed 
in ZZAP!? 

How could thrs game get 95% 
for graphics? How could this 
*■ gam e get soun d 78% ' NO WAY " , 

I thought- 95% fpr graphics, 
there's hardily any graphics! and 
sound 78% oh! there's a fair 
tune at the start, but that's all 
there is! The other sounds are 
like an Amstrad with a 
malfunction. 

Value For money 87% , £ 10 
might sound cheap to you but 
then you get the games given to 
you I Now ! r m n ot say i ng th at the 
games are rubbish, but its only 
average, D,99ers are hotter 
value, like Kim Start or One man 
and his Droid. 

But what shocked me was the 
Instability rating on Kotonis Rift 
96% ! I bought it up the local 
shop, and when I got home and 
played it, I got fed up with it in 20 
minutes, it's just so boring ! 

You seem to rate Lucasfiim so 
highly! You seem to put down 
j cheap games like the Last VS like 
i n th e review For it y o u sa i d 1 total 
unptayabitity', and I always 
thought your I earn of reviewers 
were good at games! 

I've got back to base easily on 
that game, and it's sddictive 
which is more than I can say For 
Kpronis ffift! The? only time I 
agreed with your reviewers was 
when JR said that he loved 
Underwit ride , I agree with turn, 

, it'&a great game. 

YouVegot a good mag. don't 
spoil it by ove rating games with 
the name lueasfiim on them! 
Christopher Wood, Hackney, 
London 


Obviously a conflict of opinions 
here* I doubt very much whether 
being 1 in love' with Lucasfiim 
has anything to do with, more 
that they happen to he good 
programs, and to everyone 
here, rather more than 
reasonable games To say a 
game is totally unplayable, 
tX)ES A IQT mean the reviewers 
necessarily found it hard to play 
— that's not the full meaning of 
the rating «sf ait. Playability i$ 
also a function of enjoyabifity , 
and as a matter of fact ', loads of 
budget games have been rated 
very highly , several being 
Sizzfers. It seems odd r to me, 

' that you have hardly ever 
agreed with the reviews 
according to what you say, yet 
you think the mag is good. What 
appeals to you must he 
elsewhere in ZZAP! then 


• A POPULAR POET 

• YEARNS 

• LONGINGLY 


that you are the ones who are 
honoured to send me free 
software. Now you may ask 
yourself Wo ddy heck! why is he 
letting us send him free 
software?' Well this is the kind of 
entity that 1 am, In return for the 
software I will grant you a little 
bit of my wisdom: 

Cans of deodo ra nt ca n 1 1 sai I — 
but then again nor can earwigs. 
By the way, a copy of Mercenary 
will be enough to still my wrath. 

E n rgmatical ly you rs, 

Neil A exander (People's Poet}, 
Cardiff 


Dear ZZAP! R rap, w 

l 4 m writing to you or the q 

controversial topic of 
manufacturers quoting O 

magazines on their 
advertisements. Fair enough it O 
helps sales of the game if people r , 
know it has been recommended 
by reputable magazines. Now q 
don't get me wrong f am not 
criticising all of these kinds of Q 
adverts, only companies that 
quote from previewed copies of O 
games, eg, US Gold's Fight 
Night, The Edge's Wizardry, 
f mean surely the companies 
do not expect that magazines 
will do proper reviews on 
unfinished products (and would 
probably complain if you did do 
a proper review on an 
uncompleted game), and then 
say that they treat the 
magazines with the same 
respect that they expect from 
the magazines? 

If this letter gets printed, I 
hope that some software 
companies wilt take some 
notice. 

Craig 0' Mahony, Northf ie Id H 
Birmingham 

tf you are suggesting that 
advertisement endorsements 
from ZZAP / have been taken 
from the result of seeing 
unfinished games, then I can 
say, Craig , that this is almost 
never the case. The two 

ou cite are fair , 


• Dear Mortals, 

I have decided that it is time to 

* inform you of my decision. 

_ Whal decision is this you may 
w ask yourself?' andcripes alive, 
0 make no mistake about it, f will 
Setyou ask this question. 

These past few weeks I have 
been going through much 
emotional turmoil. Worry not 
though, as t have overcome my 
anguish. The reason for my 


Oh wow i / feel so much more , 
what can f say? How can I sum it 
up in a few choice words? — hut 
then, words are a barrier to pure 
cosmic thought $re they not? 
Mere cyphers of our real inner 
selves, ultimately betrayers of 
our consciousness and the 
pi irity of our aerosols Blimey, 

S juv, anyone can write garbage 
ike this - - and we should send 
you free software try r he 
Face , 


stress is the mail I have been 
receiving lately, ft has all been 
coming from magazines of your 
ilk and all of it carried the same 
message: We humbly beg that 
you wifi allow us to send to you. 
first class, some free software/ 

YouTe probably thinking rhat 
you've missed out on this once 
in a lifetime chance to provide 
the People s Poet with free 
software, 

Cheor up! You have not 
missed out. YES!! I -THE 
PEOPLE'S POET - have decided 


exam^ 

however in the case of Fight 
Night vve had a copy for review 
purposes fora long white, but 
did not futiy review it because it 
wasn't strictly finished. But the 
degree to which it wasn't was 
minimal. As a result the review 
was virtually written although 
we held it back fora coup/e of 
issues until we cou/d be sure we 
had seen a properly finished 
copy . Nevertheless,, any 
changes being made had 
nothing to do with the well* 
completed graphics — about 
which the ad quotes ZZAP! 

Wizardry is a different matter 
— the quote used there came 
from John Minson, our London 
correspondent , and was based 
on comments he made in his 
preview piece. As yo u 
undoubtedly know, the 
reviewers in Ludlow didn t 
agree. Ican% of course, speak 
for the ethics of other 
publications. 


advertising this copier trash. 

SpuddyWuddyl Brighton 

This is a letter I have received 
endless times over in CRASH, 

■1 nd / suppose the answer 
remains the same. A t present, 
white ifs illegal to make copy of 
nay copyrighted material for 
fending, rehiring, reselling or 
making public in an y way, it isn't 
lifegai lo make back- up copies — 
a process so common to most 
serious users of computers that 
it is as nature f as breathing, 
Equally, it is perfectly legal to 
advertise utilities that allow 
back-ups to made, and 
SUPERKLONE even goes as far 
as to print a warning in its copy. 
The FREEZE FRAME utility also 
allows back-ups to be made to 
disk from tape, something that is 
extremely useful for disk owners 
who want to access their 
programs more speedily or even 
compact several games if 
there's room, As a magazine we 
can only apply moral pressure to 
prevent piracy — it's up to Oil of 
us f you included, to do 
something practical about it 
whenever piracy is uncovered. 
LM 


Dear ZZAP! 

I was browsing intently through 
your Hyperactively, Ultra 
amazing inconceivably quite 
good mag r when I found ? 
adverts for utilities which sound 
as though they are made to copy 
games. The two adverts in 
question were on page 13 and 1 4 
of issue number 1 1. (March 
issue). 

The first of which lathe 'Freeze 
Frame 1 which allows you to save 
copies with pokes in, and then 
there is the SUPER KLONE which 
makes copies better quality 
than originals' 1 thought you 
were frying to stop piracy but it 
looks as though by advertising 
copying devices you are trying 
to help increase copying. While 
making money for advertising 
you are losing money for the 
software companies, please 
ZZAP! think twice about your 
advertisements as 'I, and people 
I ike me have to pay good money 
for games where pirates are 
copying them for nothing. I 
would bp appreciative if you 
would publish this and show 
that you do know what these 
copying groups are exploiting 
and that you will stop 
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And with that very final point, 
we come, once again, to the en 
of yet another ZZAP! Rrap. 
Moans, complaints, grizzles— 
send them to another mag — 
praise, adulation, fan mail— It 
address hasn't chain 


stall 

ZZAP! RRAP + PO BOX tO, 
LUDLOW, SHROPSHIRE SY8 
IDE, The hall is hi your court) 
LM 
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The result of unique cooperation between three ace software developers 
and the Bjggies film production company. Biggies - The Untold Story will 
knock you right out of the airl IPs a multipart arcade strategy gome in 
which each part must be completed to reach your final goat 

in the air, on the rooftopSi on the ground, or in the trenches 

YOU CAN BE A HERO! 

Coming in May Commodore 64 £9,95 tope, £12.95 disk 

Spect ru m 48 K £9, 95 tape 

Corning In June 


Amstrad CPC 

BH 


£9.95 tape, £14.95 disk 


1 • ■ • 



Purnell Book Centre, Paulton, Bristol 8S18 5LQ 
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y ring the expansion years 
■ of the first Empire the 
m ^ future was bright, spark- 
ling and hopeful. Mankind was 
in as foundling years, suckling 
on the still plentiful resources 
the universe had to offer. Plan- 
ets were mined for their ore con- 
tent, stars tapped of their mighty 
energy and the humans prolifer- 
ated at a horrendous rate, eas- 
ing themselves into every 
comer of the cosmos. 

But that was a long time ago 
and now, as the universe itself is 
becoming old and decrepit, 
energy to feed the hungry 
mouth of man is becoming 
herder and harder to find. 
Atrophy and entropy are the 
rules of the day and hungry 
aliens steal the energy previous- 
ly given. Mankind is getting 
scared . , . 

After a millennia of a techno- 
logically based way of life, evo- 
lution has seen to it that the 
human race can't survive with- 
out the trappings of their mech- 
anics. Day after day countless 
tales of dead worlds, devoid of 
energy but full of corpses, flood 
in via News Giro. Mankind is get- 
ting very scared r + .and then The 
Plan is hatched - 

Deep within the abandoned 
carbon worlds of Cargos is a 
system of planets that were 
mined to death by the extrava- 
gant First Empire, Riddled with 
abandoned shafts the worlds 
themselves are totally unfit for 
any sort of habitation due to 
their severe instability. Still,. In 
those days valuable energy 
sources were treated with a 



Despite simplistic graphics 
and sound effects Th rust is 
a brilliant game and the 
best budget title 1 have yet 
seen . The Fob Hubbard 
soundtrack, however, is 
boring but does contain a 
few nice bits and thankfu/fy 
only makes an entrance on 
the title screen. Thrust is 
virtually flawless and it's a 
steal at only two quid, in 
fact the loading screen 
alone is almost worth that 
as it is that good. 
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At IsstflA version of 
Gra vita r which pis ys just as 
well as the original. 

Although not being a 
totally faithful copy Thrust 
adds its own elements and 
comes up with one of the 
most addictive end 
playable arcade games I've 
played in a long time. OK, 
so the graphics are very 
basic and the sound isn't 
amaiing, but who really 
cares when the game is as 
good as this? If you want a 
brilliant game at a very low 
price then beetle out and 
get this, you'll be at it all 
7 night. 


Also very impressive is the 
realistically simulated 
gravity, inertia and 
momentum. When the 
power pod is hooked onto 
the back end of the ship ail 
its forces are taken totally 
into consideration. Though 
there are only six different 
, Screens the mixture of 
various elements (anti 
gravity and invisibility) 
means that this great little 
budget game should keep 
you hooked forages. For 
the price there is no excuse 
to miss this slice of arcade 
action that will keep you 
glued to the keyboard until 
the wee hours of the 
- morning. 


Upon loading f'm afraid 
that Th rust just looks 
hopelessly dated — a 
throwback from the ancient 
days of computing. Sttil 
playing the game puts any 
reservations the graphics 
may have aroused far into 
the back of your mind. 
Thrust is immensely 
playable, mixing in with a 
fair amount of originality is 
a blend of certain elements 
from such arcade classics 
as Grsvitar and Asteroids. 
It's just a great game to 

-> pfay. r' 


your imminent arrival. The wel- 
come you receive is not nice, all 
guns within the caverns are now 
ablaze and a lot of shield use is 
necessary. There are six types of 
world and after completing the 
six, an arduous task to say the 
least, they repeat but with added 
difficulty, The first extra hazard 
encountered on the seventh 
sheet is reverse gravity. After six 
sheets of a normal environment, 
Such a weird thing as inverse 
gravity can really freak a pilot 
out, it’s all too easy to crash 
hopelessly. The strangest effect 
is tfi at the power pod now bal- 
loons upwards as soon as it is 


blase attitude that is now con- 
sidered shocking, Within each of 
these worlds lie the machinery 
and energy sources of the orig- 
inal mining operations. The Plan 
is a stroke of genius. 

There are huge amounts of 
power locked within each of 
these now defunct planets and it 


the ship moves off towards the 
boundary of the view, more 
planetary surface appears. Be- 
cause of the scanner's simplistic 
interpretation of the real world 
everything Is seen as 3 two 
dimensional Side scene. 

The ship supplied is a much 
advanced version of the famous 
standard issue craft used by 
meteor miners (see Asteroids 
for reference) and can spin 
through 360 degrees and thrust 
in all directions. Controlled via a 
keyboard interface, A and S rota- 
tes the ship and SHIFT activates 
the engines. The space bar 
brings the multi-purpose force 
field into action. This handy 
piece of equipment has three 
functions depending on the sur- 
roundings, When flying through 
mid air, booting the field into 
action puts a shielding bubble 
around your machine, Any bul- 
lets heading your way disintegr- 

I over 


ground, spinning end over end 
after a bit if mis — applied thrust- 
ing, However whenever the 
shield is operative your fuel 
drains away at quite an alarming 
rate so use the equipment only 
when needed. No fuel and the 
Claws of gravity puli you down- 
ward into the ground, there's 
nothing you can do. 

To complete a mission per- 
fectly both power pod and gen- 
erator have to be destroyed: a 
hefty reward in points is thrown 
your way for this feat but return- 
ing to the Planetbuster Corps 
with just the pod means being 
sent to the next, harder, mission. 
Blowing up the generator is 
quite easy, though it gets tough- 
er on later stages. It s well worth 
going after the extra bonus, 
using the cannon mounted on 
the ship's front end just blast 
about a dozen shots into the 
machine and the generator goes 
unstable and starts to flash. Only 
ten seconds are given to vacate 
before the planet explodes. Fly 
straight up and after a couple of 
seconds a warp will take you, 
and any cargo in tow, back to 
corps base. The next mission is 
then sent your way. 

As things goon your job prog- 
ressively gets harder and 
harder; the armaments get 
nastier and more numerous. IT 
you leave a world without totally 
finish! rig a mission then the sub- 
etha equipment is able to con- 
tact the next pfanet you travel to, 
warning the defence systems of 


can be released by destroying 
each of them in turn. As an extra 
benefit there is also a power pod 
on each world that contains now 
very valuable power. Destroying 
a planet is easy; just blast to 
destruction the generator con- 
nected to the grid stabiliser 
holding the shaft-riddled planet 
together. To make such en oper- 
ation feasible the energy expen- 
diture in taking the much need- 
ed power source must be slight, 
so a corps of ex — navy fighters 
were assembled and each given 
a One man craft equipped with 
cannon, force field and las- 
leash. Fuel was carelessly left 
behind on the planets, and it can 
be collected. There are also 
armament systems, which are 
still operational, and for safety's 
sake they are best destroyed. 
Having just been enlisted to 
work for the Planetbusting ser- 
vice, understandably enough 
the easy jobs are handed to you 
first. Your debut mission is the 
easiest since it’s only a strip 
mined planet that needs to be 
destroyed. There is one arma- 
ment primed and the generator 
and power pod are on the sur 
face: no underground navig- 
ation is required. An in-ship 
scanner represents the outside 
world in an angular and simplis- 
ticway, A representation of your 
ship is constantly displayed in 
the middle of the scanner and as 


bill ty 92% 

h rusting fsgra 
II very easy to 


ate upon hitting. Hovering 
a fuel dump {handily marked 
FUEL) and Setting the force flow, 
puISs fuel into your tanks. Once 
the dump is exhausted it dis- 
appears from the scanner. Fin- 
a ly, activating the shield whilst 
hovering over the power pod (a 
small round object on a pede- 
stal) instantly connects the las- 
leash to the middie of the pod. 
Thrusting into the air pulls the 
pod from the pedestal, away 
from the ground. This is tricky 
though since the pod's weight 
and momentum also count and 
it's a I J too ee sy to p] u nge i nto the 


The very cJaverly g raded 
screens means that it will need a 
momentous amount of skill tn 
istop Thrust from offering a 
challenge, 

Val ue Par Money W% 

Games of this quality just aren't 
LJ5iia-Jy offered fo« a ridiculously 


S io we've 
at the price 







ARK PANDORA 

Rino Marketing, £9.95 cass, joystick or keys 


F or those of you who have 
always dreamed of becom 
mg the squeaky clean hero, 
the type in whose mouth Krona 
wouldn't melt, had better avoid 
Ark Pandora since it's not that 
type of game- If you're the sort 
who fancies being a murderous 
pirate, a man for himself and no 
one else, then Ark Pandora and 
you may well make perfect 
companions- The story flows 
like this: Society isn't that stupid 
and in their wisdom they've 
imprisoned you, the pirate, on a 
fantasy island where you can do 
no harm. Chopping peoples' 
heads off, capturing other peo- 
ples' treasure and shouting rude 


This is quite a jolly 
little arcade adven - , 
ture which con- 
tains enough orig- 

_ ina I features to 
make it stand out from the 
crowd The graphics are all big 
and jolly, and although some- 
times rath fir slow add atmos- 
phere to the game. The sound- 
track is also very attractive and 
suits the game nicely. The whole 
is presented nicety and the icon 
system is easy to use. If you're 
after a more unusual action 
adventure then take a look at this 
— you could well like it 

words in honour of the skull and 
crossbones may all be jolly good 
fun but it's a bit anti — social — 
hence your remote prison island 
pennance and you're stuck there 
till you draw your last breath. 
Well you would have been had it 
not been for the evil cult that 
suddenly sprung up over night. 
The villagers are now a most 
scared bunch indeed and since 
none of them are particularly 
used to fighting and things like 
that they turn to you, offering 
freedom if the island is rid of the 
demonic religion. A non too 
easy task since brains as well as 
a fair amount of brawn is 
needed, 

Fred the pirate is an athletic 
sort of cove who can at the drop 
of a key leap into the air: handy 
for the avoidance of any floor- 
bound creatures that might be 
encountered, Fred also has the 

i amazing ability to run left and 
right at a fairfurious pace. That's 
at the top half of the screen, 
though, where Fred is shown in 
I hisfull twodimensionalgloiyas 
well as a slice of the surrounding 
scenery. Underneath the graph- 
ical bit are a number of icons for 
more subtle manipulation of 
Fred. Ark Pandora is an adven- 
ture, and * 1 a graphical one at that 
and the six icons along the lower 
half allow access to many of the 


commands found within many 
text adventures. To toggle be- 
tween control of Fred at the top 
and icon control at the bottom 
you hold down the fire button 
and puil down on the joystick, 
An arrow is at your comm ne net 
and when placed over an icon 
and activated the little sprite 
bursts into life and issues a 
window. The six commamds are 
as follows: Look, inventory, 
Drop, Use, Take, Save /Load and 
Quit. 

When controlling Fred at the 
top of the screen the joystick lets 
the pirate go left, right and jump, 
fire uses the object currently 
icon selected. There are a lot of 
objects to be found but only a 
limited amount may be carried 
at any giiven time. Using this 
control method Fred can only be 
moved in the scene currently 
occupied and flipping to the next 
screen is done by using move- 
ment icons — under the graphic 


display up to four arrows indi- 
cate possible exits, position the 
pirate over one of these and it's 
possible to exit in that direction 
There are goodies and bad- 
dies on the island, animals are 
usually good bets to avoid since 
walking into them depletes val- 
uable energy. This life force is 
constantly displayed and if it hits 
zero then you're dead. To fight 
the baddies there is a sharpened 
star which can be collected and 
then thrown at them. This csu- 


I thmk Ark Pandora 
- ja -- v ,/s a very nice ar- 
"XPvwdp cade adventure, 
jfcv I with pretty graph - 

lies and music, and i 

enjoyed playing it a lot The 
icons are very simple to was, and 
although the pace is slow, they 
give the game speed. Being able 
to design screens with the scr- 
een designer supplied, is a nice 
touch. Overall, this is one of the 
more unusual arcade adven- 
tures to be released, and is 
certainly one of the nicest 
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ses them to explode and, not 
unsurprisingly, renders them 
quite harmless, 

To complete Ark Pandora a lot 
of the usual adventure type Stuff 
has to be done, ie rescue people, 
use objects end kill the nasties. 
Apparently the path to freedom 
is quite tricky and Rino know it 
Quite nicely the cassette inlay 
explains that if after a few 
months AP is still eluding a 
solution then a stamped addr- 
essed envelope sent to them will 

G uarantee an answer sheet 
an t say fairer than that. 




Though quits a 
nice concept f 
must admit to not 
having gone wild 
about Ark Pan- 
dora. Then again I can hardly 
claim that arcade adventures 
are exactly my cup of tea. Stiff 
if you do like arcade adven- 


tures and are not adverse to 
the odd hit of action this could 


he just right. An impressive 
feature in Ark Pandora is the 
soundtrack which rambles in 


quite nkety with the main 
game Also handy is the screen 
edihng fecitities making the 
game quite a hit more versa- 
tile. As I sard I don't really like 
this type of game though it 
seems a fairly competent 
attempt at this genre. 





ha [term 


The backdrops aron'i amazing 
but the game seems to be 
an i ma r ior i b I Fy a bo ve ave r a ge. 

Sound 89% 

bDppy and varied theme tune 
thai mixes quite pleasantly with 
the game action, 

Hookabillty 76% 

The pleasant pm sent a [km is. 
fairly captivating and the icons 
easy to handle, making il 
Im mod iately play a bf e 

Testability 77% 

□ upends oil whal you like, fiat .i 
game far Hie, alien tapper# of 
lh l EWorld Eli a ugh il should be 
fairly leviable for tho 
advent u rites. 


Value For Mor 

Uttle.bgto.wvwhatai 
priefj- now is. thbugi 
itself 's avoracr 




FOR A YEAR'S 
WORTH 

OF GAMES INFO 
AND FUN 



Postcode 


I enclose a cheque/postal order for £15.00 
made payable to NEWSFIELO LTD. 


ZZAP! SUBSCRIPTIONS, 1-2 King Street, 
Ludlow, Shropshire SYS 1 AQ 


As a Subscriber lo ZZAP 1 , you quality for large future discounts 
on selected games. AND by using your subscriber code number 
you also qualify (or the regular, standing discount on software 
purchased through ZZAP MAIL ORDER 1 ' 


ZZAP! 64 SUBSCRIPTION 


Yes, I want to subscribe to ZZAP! 64 for one year 


Name _ 
Address 
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PSI 5 TRADING COMPANY 

IIS Go Id/ Accolade, £9.95 cass, £14.95 disk. Joystick or keys 


T he Psi 5 Trading Company 
is a 35th century firm of 
haulage contractors spec- 
ializing in the transportation of 
live and dead freight. The player 
is put In the managerial role of 
Captain and has to monitor all 
functions of the space freighter 
as well as allocating task assign- 
ments to the five-strong crew. 
The game is either joystick or 
keyboard controlled and makes 
use of an icon system to guide 
the cargo ship from one side of 
the galaxy to the other. 

Travelling the spaceways is a 
hazardous occupation and there 
are all sorts of nasty characters 
just dy i n g to g et th ei r a\ ien man i - 
pufative organs on your lovely 
cargo! Needless to say these 
have to he disposed of, because 
if your cargo gets either stolen P 
lost or destroyed you end up 
with a rather targe invoice which 
immediately puts you out of 
business. 

When first loaded the player 
has to select one of three cargos 
(each has a different value} and 
lot a course through the Parvin 
rentier (a pretty mean part of 
the Universe) to the destination 
planet Once those factors have 
been sorted out a crew must be 
chosen from thirty potential 
candidates, who are a pretty var- 
ied lot and come from all walks 
of life — or In some cases, trun- 
dles of physical presence as 
there are a few robot applicants. 
There are six beinqs to choose 
from for each position (navig- 
ation, weaponry, engineering, 
repair and scanning) and as 
Captain you can access the per 
sonal documents of each. The 
documents give information 
about the candidate s age, race, 
qualifications, education, exper- 
ience, strengths and weak- 
nesses, and using this data it is 
up to you to choose the crew 
best suited for the task. 

Play commences with the 


Psi 5 doesn't con- 
tain any fast arcade 
actions Oaf the pace 
is certainly quick 
enough and it is 
one of the best variations on the 
trading game theme t have play- 
ed for a iong time. Graphical 
Psi 5 is impressive — each of the 
characters is of cartoon quality 
and very weff animated. Al- 
though the pieces of musk 
played throughout the game 
aren't amazing, they are good 
enough to generate an atmos- 
phere and don't annoy to any 
great extent AH in aft, a compet- 
ent release, although / think it 
wifi have a minority appeal. 




screen in communications 
mode. Split into five main sec- 
tions, the display shows a view 
of space (either forwards, back- 
wards, port or starboard), a 
graphic representation of the 
crew member with whom you're 
interacting, the ships status 
console (shoeing weapons, 
motion, speed and pending 
messages), an information con- 
sole and an selection of icons. 
The latter displays incoming 
messages from both external 
and internal sources and gives a 
detailed readout of the status 
functions of any crew member. 
The main commands initially 
avai fable are: acknowledge, 

weapons, scan, navigation, 
engineer, repair and manual. 
Moving the joy stick either left or 
right highlights one of the icons, 
and pressing fire button activ- 
ates it- If, for example, the 
weapons icon is chosen then the 
relevant crew member is shown 
in the interaction monitor, and 
thef information console 
changes to display the functions 
of the weapons department — 
status, display, ?, cancel, rank, 
fire and return. Accessing status 
results in a readout of the 
number of shots fired and 
spacecraft destroyed, whilst dis- 
play shows the orders given to 
the weapons section. Any in- 
coming messages can be view- 


ed by accessing the ? icon, and 
scan gives details of any alien 
craft, such as whether they are 
friendly or not. All firing orders 
are given using the cancel, rank 
and fire icons. 

If you want to issue orders, or 
check up on another depart- 
ment, then the return command 


Psi 5 would he nice 
if it wasn't for the 
fact that It was orig- 
inally a disk based 
product US Gold's 
ridiculous insistence to put disk 
orientated product on to cassette 
is annoying, as it fust doesn't 
work, AH too often the occasion- 
al stops end starts interfere with 
what was originally quite a 
pleasant product Computer I 
p0r$on interface problems 
aside, Psi 5 is alright, though a 
little slow at times. It isn't the 
sort of game that I would recom- 
mend 'for arcade junkies, but 
anyone into potting a bit of 
thought behind their joystick 
manipulations may well wei- 
come this release. As is the case 
with previous Accolade titles , 
Psi 5 combines pleasant back- 
ground dtmes with impressive 
use of hi-res graphics. / wasn't 
overly impressed with this 
game , though quite a few 
people may well be- Checks out. 




Uery _ 

skills. Cowiunicates very 
veil with crew & comsnd 

weakness = 

Tends to be pdSSive by 
nature and c lousy in 
stress f y i si tuat i ons * 


rave n 


the 



MAUIGmiON 


st«d Current 

Course- A Stopped — Course 

Speed- 0 

-Description RETA RSJi 

P Port 5136 

i Starboard 4 128 

ort 156 



FORE VIEW 


i7s.cii 


1 igronk 


takes you beck to the mafn 
screen, allowing you to select 
another icon. The screen then 
changes to display the crew 
momfeer and their surround- 
ings, and a new set of relevant 
icons. 

Each department has their 
own special skill,, and plays an 
important part in the game. 
Weapons and scanning work in 
conjunction with scan to identify 
and keep track of other vehicles 
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in space. Weapons can then dis- 
pose of anything hostile if nec- 
essary. Navigation controls the 
speed and course of the space- 
ship, andi these factors can be 
altered during flight. For 
example, evesrve manoeuvres 
are _ occasionally required to 
avoid* any confrontation with 
renegade spacecraft. 

The engineering department 
is responsible for managing and 
allocating power to different 


sect io ns of the s pacecra ft — vita-1 
when under attack, as extra 
power has to be pumped into 
the defence shields. The repairs 
department consists of a team of 
robed roids which can be alloc- 
ated to repair various sections of 
the ship. 

As acting Captain you have 
the responsibility of making 
sure that all departments work 
together as a team, rather than 
separate entities. If too much 


time is spent interacting with 
only one crew member, the rest 
of the team get bored and start 
doing their own thing, so the 
whole system swiftly Degins to 
break down, and the spaceship 
doesn't function efficiently. 
Monitoring umpteen ship func- 
tions at once may sound like a 
tricky task, but as long as you 
ensure that atl incoming mess- 
ages from crew members are 


This is one of those 
games which requ- 
ires a tot of per- 
severance before 
any sort of profici- 
ency is gained. The amount of 
different things which have io be 
monitored is quite overwhelm- 
ing initially* but reading the 
instructions and folio wing the 
training mission helps consider- 
ably . The game looks realty 
mat, and alt the different m&m- 
ers o f the crew are given char- 
acter and personality by colour- 
ful and extremely welt animated 
graphics. There's plenty of 
depth to the game too / with 
loads of things to keep the 
player busy for hours, If you're 
interested then take a look — it's 
a very original game, although it 
might not appeal to arcade 
game players. 



noted so you know exactly 
what's going on, and which 
orders should be given the big- 
gest priority, it doesn't prove too 
much of a problem. 


Presentation SI % 

Well documented and attract- 
ively presented, but cassette 
loading is a pain. 

Graphics 90% 

Cartoon quality characters 
which are superbly animated. 

Sound 74% 

Variety of above average tunes 
help the game along 
adequately. 

Hookability 88% 

Initially enthralling and easy to 
get into, 

Ustabllfty 87% 

Enough variety and depth to 
keep traders happy for a long 
while. 

Value For Money 83% 

Would benefit from being a bit 
cheaper. 

Overall 38% 

Agree! variation on the trading 
game theme. 


DESCENDER ROM 

FOR YOUR MRS SOI , <S P-900. OR SIMILAR PRINTERS 

We hgve redesigned the character set to allow you to print out with 
tm* descend #rt. Because this >$ a replacement ROM your printer 
win operate exactly the same as before with no change whatever in 
the way your printer will work with any program you may use. 
Easy installation with no soktenng required. 

Supplmd with complete instructions. 

EXAMPLES; 

paragon require 


£14.95 l Z 


jeopard y 


TOOLKIT IV 


tS41 DISK UTILITY 

tncfud»»: DOCTOR V2 - read atwJ writs ftny track a rwJ sector Including extra 
arid renumbered sectors and tracks; repair damaged look underneath 

read error*. FORMATTER - 10-second lorrnat an entire disk or formal an y 
I nOlWid uaF track or half-track from ft lo 41 ; redefine any of 30 parameter* lo 
cf eaie or recreate unique disk formal*. HEADER. Gap EDITOR - decides and 
displays all header Information inducing off-bylas end header gap; rewrite me 
entiffl heador and header gap; renumber sectors; alio adll any vector till-gep. 
ERROR EDIT - quickly find and recreate all read error* including extra and 
remjmbertKi Bracks end sectors and half -track 5 from 0 to 41; even recreates 
date under errors and allows you to redefine any necessary per a mate/*. FAIT 
DISK COPT - copies a disk in two minute* Or less wrth 1 single 1$41. FAST 
FILE copy - transfers files five time* faster man normal. FILE COMPACTOR - 
Compacts machine code prog rams; can compact programs uy over 50% which 
saves disk space and loading time; compacted programs fun exactly fre earn* 
t$ the original. DISK LOOK - aorl directory; recover lost filee; display fl** start 
and end addresses; disassemble any Trie with standard and undocumented 
opcode*; edit BAM; and much mere. DRIVE SPEED TftT, DISK. ERASE, DISK 
MON, DISK LOtti BASIC COMP AC TOR/UNCOMP ACTOR , A: FILE MAKER 

+ even mere. 

Suppitod on with sompratmMm instruction manvtr For C-54/G- :2$ 

IffM 

P/P 


MPS SOFTWARE (D»p( I) 
36 Al+xandra Qrovs 
London N4 2LF, England 


£t-« 
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Presentation 70% 

Three different tracks and 
steering envelopes, but 
generally unattract ive in 
appearance apart from 
reasonable title screen 


Graphics 67% 

Gaudy colours, ineffective 
perspective and 3D. 


Sound 70% 

Despite a great bass- 1 roe the 
tune can prove repetitive and 
tiresome. 


Hookabriity 43% 

Easy enough to get into, 
but very soon apparent . , . 

Instability 34% 

. . . that there s not much to do 

Value For Money 35% 

Too little for too much. 


Overall 38% 

Mol h ing racey about this race 
game, 


A n Elektra Glide is actually 
a type of Harley Davidson 
motorbike, but far from 
being a motorbike simulation 
this js a pretty speedy racing 
game. It's played in true 3D style 
with the road viewed through 
the windscreen of the Elektra 
Glide craft. The craft's contra! 
console takes up the bottom of 
the screen and displays the 
speed, scone and time 
remaining. 

The object of the game is a 
very basic one — all the player 
has to do m whizz around the 
course before the time limit runs 
out. If you manage to get round 
the course before the limit is 
exceeded then you're given 
extra time on the next course to 
be tackled. Each course follows 
on from the other, so once the 
player starts racing there's no 
break. 

The game has three different 
Britain, America and 


courses ■ 

Australia which can be selected 
on the title screen. The other 
option is the choice of three 
types of steering control envel- 
opes. Each gives a different 
sensitivity and thus suits drffer- 


you're plunged into darkness as 
VOil go through {you can still see 
the i oadj. Hitting the sfde makes 

I again time is 


the craft stop, and _ 

lost There are also forks in the 
JOdd, usually right near the end 
of a course, which present the 
player with a choice: going left 
oi right leads to separate 
courses. 

Each country has a different 
course, and they also increase in 
difficulty, the American one 


When the game starts you 
immediately think 'gosh, wh- 
ere's the landscape' — because 
there isn't any r only the road can 
be seen. Pushing the joystick 
forwards accelerates the racer 
through the void , . . and !o and 
beholdl In fact the machine has 
been parked in a tunnel 1 1 That's 
why there's no landscape! FI 
Anyway, once free of the dark- 


/ am starting to get 
bored with 


racing 
games and fhere- 
. fore anything less 
than superlative is 
unlikely to arouse the James 
Hunt in me. A coup if 1 - of games 
of Elektra Glide didn't induce 
any form of stimulation and 
turned out to be a npmevent 
horizon for me due to a lack of 
things to do other than drive 
round a track (one Eve seen a 
dozen times before in previous 
race game releases} avoiding a 
couple of poxy objects. Had 
there been a larger variety of 
hazards and maybe another 
couple of vehicles on the track, 
then Elektra Gride might have 
shown some promise. As it Is r 
it's just plain dull 


.6^' i / must admit to not 
at ^ being a great race 
•x* I games enthusiast 
which means t'm 
also not a great 
Elektra Glide fan either. Evan so 
after a quick hack through Brit- 
ain f can see how racing enthu- 
siasts might not get very en- 
thused either. As an example of 
this $on of game Efektirj Glide 
isn't realty a decent representa- 
tive, Gf itchy is a fitting word to 
describe the graphics, they 
seem to have a mild case of 
Parkinsons disease. Hardly sur- 
prising considering the amount 
of raster splits down the screen. 
The colour schema is none too 
inspired either, someone's been 
consulting their What Colours 
Clash Best' walfchart. The main 
grips / have with Elektra Glide 
though is that its so extremely 
boring, there's nothing that you 
fwva to actually -achieve, YOU 
just need to survive. ft*$ all too 
passive 


causes the craft to slow down. 

Other features along the co- 
urse are tunnels and forks. 
Tunnels whizz up in 3D and 


The packaging to 
this game is very 
misleading — they 
've out an Atari 


ened shroud of the tunnel you 
zoom into broad daylight. The 
landscape is pretty featureless 
apart mountain ranges on the 
horizon and the odd trees and 
signposts on the roadside, 
Elektra Glide is quite an 
unusual race game in the res- 
pect that you're the only car on 
the road — there are no other 
vehicles at all. What there is, 
though, are horrible, frighten- 
ing, sinister 3D objects whrch try 
to thwart your racing progress.. 
These take the form of spheres 


got an Atari 
screen shot on the 
cover, and the graphics are a lot 
clearer than the Commodore 
version which am murky and 
unclear, T he game itself is pretty 
duff — just like a vary simple 
Pole Position. Once you've gone 
round the course a few times it 
soon gets boring dodging the 
same old objects, and the nov- 
elty of the excellent tunnels 
soon wears off too. If you want a 
good racing game then shop 
around, there are far more exh- 
ilarating and stimulating race 
games than this. 


I ELEKTRA 

GLIDE 

1 English Software, £8.95 

cass, £12,95 disk, joystick only 
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MAY 


W hat if,. .If you have ever 
wondered what would 
have happened if you 
had tried harder at school, had 
more confidence when dating, 
been more daring in your social 
life, then Activision have a pro- 
duct with some possible answ- 
ers for you. Called After Ego, it's 
a three disk adventure/role play- 
ing game which takes you thr- 
ough the seven stages of life by 
means of icon driven decision 
making sections. 

Initially, a character may be 
created by either the computer 
or yourself, by answering a 
series of questions such as r J Do 
you think questions like this are 
a waste of time?' with TRUE and 
FALSE responses. If you allow 
the computer to answer the 
questions, an option to review 
and edit the responses is still 
available, The seven stages of 
life are Infancy, Childhood, 
Adolescence, Young Adulthood, 


Activision have released 
some pretty innovative and 
original software in the 
past but never have they 
released anything quite so 
Stunningly original as Alter 
Ego. ft is a truly remarkable 
simulation of fife itself, and 
proves just as enjoyable an 
experience as the the real 
thing * with a multitude of 
different situations to face 
as you see fit It ts one o f the 
most addictive and 
compulsive games f have 
ever played (yes, that old 
cliche), mainly due to its 
voyeunsdc and indifferent 
nature „ There's not much 
more to be said, other than 
enjoy life to the fuff , . . With 
Alter Ego I 


ALTER EGO 

Activfsfon, £19.99, disk, joystick or keys 


rf *| ri Hero(i 

rtgt: 


At -TEif EGO 

lIrE SP «RE status 


fp*f Occupation 

Nonp 


l^tionshiu 
Single p st *tus 


COMT INUC 


tt hooks 95 if our Cameraman, Cameron, is down nn his luck , 


Adulthood, Middle Adulthood 
and Old Age. Any of these may 
be chosen as the starting point 
to the game and it is possible to 
play the same section more then 
once. 

Initially there are two main 
icons on the screen. The first of 
these Is accessed to display your 
main characteristics both phys- 
ical and psychological. The sec- 
ond tells you your age. The rest 
of the screen is best described as 
a series of icons connected in 
flowchart fashion'. These central 
icons are Emotional, Physical 
Familial, Intellectual Social and 
( later J Vocational. Selecting one 
of these icons enters you on a 
kind of mu Its -choice mini-adven- 
ture which, if successfully 
completed, increases your life 
score. These episodes open up 
from text windows appearing 
above the main screen. As the 
each of the episodes is played 
out, the flow chert may be scr- 
olled down to reveal the ne*t 
serl es of events. 


Playing the mini -episodes is 
the main part of the game. The 
choices available allow your 
character to develop in a wide 
variety of different ways- Later in 
life; the consequences of earlier 
actions will affect anything from 


to answerback to teachers 
when you never had the 
guts to tn real life — take 
risks that you Sometimes 
chickened out of— and 
make dec t$ ions that you 
have not yet experienced 
for real 


r *:*'-> 1 .*;*m *1 


From the very first keypress 
this game is addictive — 
realty addictive f It's 
wonderfully written. The 
writer (an American 
psychologist} displays a 
great sense of humour and 
a surprisingly perceptive 
view of at! the problems 
both the young and old face 
tn their hves. Almost every 
situation has happened to 
you at some point. With this 
game you have the chance 


„ , . of is he? At least there's a lesson to be learnt. 


Frequent checks on your 
characteristics are 
necessary if a balanced 
character Is to be 
developed. The result is a 
game that's original in 
nature and computs/ve to 
play. It's neatly presented 
on the screen, it's 
Challenging — it's 
excellent f Go out and bu y tt 
— worry about the 
consequences later 1 


what kind of job opportunities 
are open to you to getting a 
compatible partner for marriage 
(which is as suitable time as any 
to point out that whilst the 
version reviewed was male 1 , 
Activision are preparing a fe- 
male version). Normally the 
episodes take the form of a 
situation being presented where 
you are the central character. 
You then choose the mood for 


CaVi,;^ in 

*ishts are iSS Th * 

Cath5 U t>|£f n £* p i co*y* h * 

Jlij f- Shi .n 

-m ssx fswar«s. t 
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Infancy: not too much to cop* with in the th* early stages of life 
Ah! Ignorance is bliss I 


Presentation 96% 

Well produced, 
comprehensive instructions 
and excellent on-screen 
presentation. 


Graphics N/A 
Sound N/A 


Hooka blllty 98% 

An enjoyable doddle to get 
rnto and easy to use. 


Instability 97% 

When you're bored of life, 
you'll be bored of After Ego. 

Value For Money 
91% 

Well, it IS quite expensive, 
but your life over again, and 
again, ;md again?Given that 
you have the money to 
spend, then it's well worth it. 


Overall 98% 

Original, unusual. 
Compelling, varied . . . C r est 


Young Adulthood : older — hut more experienced? 


ege, Major Purchases, Marriage 
and Family (the one you help 
create rather than the one you 
came from), Life consequently 
becomes more complicated and 
difficult to co-ordinate. The 
game expects you to play in 
character and so indicates when 
it believes you have made a bad 
choice in an area. Also, if your 
action indicated an impulsive 
nature rasher than a thoughtful 
one, you may find yourself rat- 
her short on resources from 
time to time as the computer 
assumes you splash out the 
Cash without much concern for 
the consequences. 

If at any point during an 
episode, you wish to backtrack 
through to a particular choice, 
the Review option at the top of 
the text screen allows you to do 
so ; A game may be saved m the 
middle or at the end of one of the 
seven stages. 

Whatever the public think of 
the game, one thing is almost for 
certain: it's going to stir up a lot 
Of controversy. Throughout the 
instructions, there are remind- 
ers that this is only a game. 


INCREDIBLE f!f The 
ha rmless looking 
packaging of After Ego 
contains one of the most 
Incredible programs Eve 
ever seen — and ph yedf 
Addictive 's not the word for 
It — / sat down one Sunday 
afternoon and loaded up 
Alter Ego — goodbye 
Sunday night and most of 
Monda y morning , r . The 
sort of problems that you 
encounter in real life are 
present in Alter Ego, and 
there are loads and loads of 
them — girlfriends, friends. 
Mummy and Daddy, fights * 
school, getting 
marnedi divorced, witty 
Ones , dangerous ones,, 
sexy ones, sad , . , 
Everything^ the author's a 
genius! 

The sheer volume of text Is 
also unbelievable, and the 
problems that crop up are 
taken from a poof making 
the game different each 
time ids played {obviously 
the same problems 00 
appear eventually L I can't 
recommend this program 
highly enough. If you*ve 
got a disk drive then beg , 
steal or borrow Alter Ego, // 
you haven't then beg t steal 
or borrow a disk drive tool 


comments on your progress so 
far, offers some advice for the 
future and gives you the option 
of saving the current game, 
playing the section again or 
continuing into the next stage. 
Once adolescence rs reached, 
more static icons appear on the 
screen. These consist of High 


the introverted, limp wimp . . ,Of 
course, playing out the various 
mini -ad ventures property is still 
essential to successful play. 

Risk taking can improve self- 
con fidence and intellect but 
because of the dangers involved 
with some of the activities* may 
also lead to death. If this section 
is chosen, the computer con- 
stantly asks whether you would 
rather stop or continue. Intell- 
ectual questions start becoming 
more of a general knowledge 
quiz. Unfortunately, the ques- 
tions seem to be biassed to- 
wards the American player — 
however, Activision have kindly 
supplied a crib sheet so it Is 
possible to answer questions 
about presidential protocol 
correctly! 

As life goes on, more static 
Icons appear dealing with Coll- 


Nevertheless, it tends to be quite 
educational and it doesn't con- 
sider any area to be a taboo 
subject Everything from early 
sexual encounters andl toilet 
training to complex social inter- 
action and death is given equal 
treatment — all with a humour- 
ous sweetener. Even so, the 
option is given to flip past these 
sequences. Apparently, in the 
states, the game has gone on 
sale with an r over sixteens only' 
label but the same caution is not 
to be applied to the English 
market No doubt a lot more will 
be heard about After Ego , . , 


School, Risks, Relationships and 
Work, They may be accessed 
more than once and remain on 
screen, despite the disappear- 
ance of the central icons. Paying 
too much attention (or too little] 
to any of these icons will affect 
you* no matter how well you do 
elsewhere. For instance, if you 
spend all your time dating inst- 
ead of going to school, you ere 
more likely to get somebody 
pregnant than passing your 
exams! On the other hand, do 
you really want to end up being 

STATUS gives a SOCIAL prebtomt FAMILIAL problt ms, 

breakdown of your i i* relative ones 

condition, position I (liteieatyji 


EMOTIONAL LOANS am arranged 
problems hare i 


JOBS icon can lead to 
part-cimB wort 

MAJOR 

PURCHASES ,such> as 
televisions, vklBGS 
and cars, can be 
made through tfi is 
icon 

RELATIONSHIPS can 

be f ormed through 
1 h is icon 


COLLEGE icon- for 
further tuition j 


FAMILY icon- -kids 
kids, and more kids 


MYSEAL problems. 
Such as rad spots Ln 
unusual places 
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DOCTOR WHO 

AND THE MINES OF TERROR 


Micropower, €1 T.95 cass, £14.95 disk, joystick with keys 


' a.v & 


Presentation 92% 

Great giant size packaging 
with loads of interesting 
bunnpb, plus nice touches 
like Splinx programming. 


Graphics 70% 

Sprites are adequate, 
backgrounds equally so and 
could be better but excellent 
scrolling. 


Sound 32% 

Where's i he famous tune? 
Not a drawback though, but 
the tunes supplied are. 


Hook ability 81% 

Requires perseverance and 
you must read the 
instructions. 


Lti stability 89 % 

Difficult but not frustrating 
and varied enough to 
maintain interest 


Value For Money B1% 

Pricey but worth it. 


Overall 86% 

A very good 64 arcade 
adventure — timeless 
perhaps? 


\ ^ CT"! f teaily tike Doctor 
Wl^ * Who quite a tit, 
^ despite its immedi- 
pr ate awkwardness. 

ft is very simitar to 
Castle Quest on the BBC , one of 
my ait time favourites, and it's 
nice to see something like that 
on the 64. The main appeal to 
the Mines of Terror is the depth 
of the game , beating most text 
adventures even. The graphics 
are of an average sort though 
quite effective, and scrolling is 
very nice indeed,. The only real 
gripe f have is the uhiqwtous 
tune that migrainfy rattles away 
while you play. Still there's al- 
ways the Tv set volume control. 
There are several nice ideas 
incorporated and one o f them is 
the Sphinx, Overall f really liked 
this game and I'd recommend 
any &4 owner to have a look at it. 


plan has to be retrieved from the 
lab and then returned to the 
Time Lords r not all easy since 
die map is absolutely huge, A 
fair bit of help is given via the 
packaging which includes a full 
[down, though not vary detailed, 
map of the mining complex. 


pity as emissary of the Time* 
lords the Doctor isn't allowed to 

when he 
mining 


A fter year upon year of 
wandering about in cold 
BBC TV studios, brandish 
ing hacked up hair dryers aga- 
inst actors dressed up as mega- 
lomaniac mushrooms, Doctor 
Who is now a computer game 
from the Leeds software house 
Micropower, 

As is usual the good Doctor is 
pitted against that well known 
□addie — i n — t h e — street. The 

Master. The trouble is that this 
chap has managed to get his 
hands on the plans for the 
Timelord'sTlRU device, a handy 
little bit of techno marvel that is 
the temporal equivalent of a 
video editor- Slices of time can 
be chopped from the continuum 
and altered allowing the future 
of the universe to be altered. 
Obviously if you are a mega I o- 
manic lunatic then the possibil- 
ities are endless and one possi- 
bility The Master wants to real- 
ise is to make himself immortal, 
setting himself up as the Devil at 
the beginning of time. This 
would be worth avoiding since 
Ft's better to stick to the devil you 
know* 

The master has holed himself 
up in the Mines of Terror — not a 
nsce place where Heaton ite is 
mined. This mysterious com- 
pound is the secret raw ingred- 
ient needed to make a TIRUT The 
day needs saving and time itself 
needs someone who is used to 
saving days (and the uni versed 
Doctor Who. 

The whole game is a full 
graphic interpretation of an 
adventure with a large number 
of psychologically cantortionate 
problems to be salved. Llnhap- 


E ossess any weapons 
earns down to the 
complex on Rijar, not even the 
awesome sonic screwdriver. 
This leaves him a little defence- 
less should he come into mortal 
combat with any of the control- 
lers that patrol the mines in 
search of intruders. These de- 
vices are quite dumb but if the 
Doctor ever comes close then 
they activate into raucous 
mash— up— the— civilian mode. 
The controllers' main disadvan- 
tage is that they can only travel 
along the metal walkways con- 
structed for them. 

The Doctor himself remains 
central within a scrolling win- 
dow and can roam around in 
Son of Blagger style (up, down, 


* IT - A tthough Doctor 
v“/7 Who doesn't look 
f and sound tuO im- 

I pressiva, it is one of 
HBH the best arcade 
adventures to appear on the 64. 
ft does take time to get into , hut 
once you do it proves enthrall- 
ing end enjo yabfe to pla y. At first 
tilooks tike a scrolling platform 
game, which of course it is to a 
degree, but on playing you find 
that if $ something more and the 
'adventure' overtones give it 
that bit extra. Doctor Who does 
need to be played to be appre- 
ciated, since initial impressions 
are deceptive — soma may even 
stag the game off because they 
haven't bothered to play it. 


left, right and jump! but can also 
collect and use various objects 
found around the huge map. 
FOur objects can be held at any 
given time and these are shown 
at the top of the screen* Using 
the function keys, it's possible to 
manipulate the items. 

Though there are no weapons 
supplied to you, a Splinx is. This 
weird creature looks exactly like 
a household moggy but is in fact 
a highly sophisticated robot 
that's immune to detection from 
any of the aliens. Pressing S 
takes you to a programming 


| t * 2 intimity this game 
V vyf looks pretty grotty 

wnh its rather urn 
flWH impressive graph- 
KiflH ics and less than 
impressive sound. On playing, 
however ; it soon becomes ap- 
parent that there is a lot o f depth 
to the game. The playing area is 
very large indeed and iffl cer- 
tainly take quite a white before 
the map is explored to ti$ full 
The big niggle is the 


extent, 

horrible music which burbles 
away throughout the game , al- 
though it does get better when 
the Doctor enters another 
section of the map. This is one of 
the better arcade adventures 
available for the 64, and if it's a 
long lasting game you're seek- 
ing then have a look at this. 


screen that allows a set of 
instructions to be set up and 
executed by the splinx These 
are fairly simple but can enable 
the Doctor to get at items he 
normally wouldn't be able 
reach* 

To complete the game the 





PAUL SHIRLEY 


Available on the 48K Spectrum, Amstrad ; * 

and Commodore 64 from Electric Dreams Software , 

31 Carlton Crescent, Southampton. 

Telephone: (0703} 229694. ^ 

Spindizzy is quite simply one of THE most impressive games 
on ANY home micro "OVERALL 98 % -AMTIX 
'Spjndizzy combines marvellous graphics, testing puzzles 

and a targe area to make a stunningly original and MULTI-SCREEN SHOT^ 

Challenging game" AA RATING 96 % AMSTRAD ACTION AMSTRAD VERSION 


BEGINNERS SECTION 




CREATOR, the first release in the 
CREATOR SERIES, allows you to 
program your own arcade games in the 
language you know best - English, 


THE CREATOR SERIES 

Now you can let your mind go in a 
crescendo of creativity. You may think 
you are unable to program, you may 
know nothing about computing but now 
YOU are able to write stunning original 
machine code programs. ARCADE 


If you prefer the complex mind 
stretching world of the strategy 
program, then the second in the series, 
BATTLE CREATOR, is for you. Using 
simple commands you can devise your 
own brain buster, without busting your 
own brain in the process. 


For the budding music an, the third in 
the series, MUSIC CREATOR, helps you 
to compose your own melodies and 


£ 12.95 


The Argus Press Software Group Ltd 

Liberty House, 222 Regent Street. WIR 7DB 

Telephone 0 1 -439 0665 


THE CREATOR SERIES 

UNLEASHES THE POWER OF YOUR IMAGINATION 


Music Creator - Q3MG4 


A made /Battle Creator - 
CBM64. Spectrum & Amstrad 










Inside Your 
Daily 
Shocker 
Today 

ON PAGE 3 MAX HEAD- 
ROOM as you've never seen 
him before. The Shattering 
Truth about GLASS on the 
Amstrad. Famous Golfer 
Defects From Commodore 
and Spectrum. 



EXCLUSIVE 


HOCUS 

FOCUS 

LATEST 

YTS BOV THWARTS 
POTTY PROFESSOR 
by Scoops McBoozer 

The existence of a secret lab 
under Kew Gardens was 
discovered yesterday by 
Youth Trainee, Jeremy 
Wind burn (17), 

When congratulated on his 
coup he replied, "Oh Gosh! !t 
was noth i ng.’ ’ Wind burn (16) 
is employed by the Shocker 
as a trainee photographer 
and this was his first assign 
ment. Breachingthe security 
system he managed to 
capture photographs of the 
latest inventions from the 
manic mind of the jailed 
Professor Pillock. On his 
return Windburn (47) was 
rushed to hospital to be 
detoxified after braving the 
terrors of the radioactive 
underground lab. His 
girlfriend pouting blonde 
Amanda (19) said "What a 
hem" 





QS SPILL 
THE BEANS 

A spokesperson from Quick- of the notorious Potty 
silva today comfirmed Professor Pillock, 
rumours that they are about 

to release a game based on Selling at £8. 95 this prog ram 
the exploits of the famous will be available for 
Jeremy Windburn. To be the Commodore 64 and 
titled HOCUS FOCUS, this Spectrum. A source close to 
follows the exciting media Windburn, rumoured to be 
coverage ofhisdaring raid on Amanda (90) said “Til have 
the secret underground H.Q. four of each". 


ONLY IN YOUR DAILY SHOCKER! 

Available as the Latest Release 

from 

Quicksilva Ltd 

HOCUS FOCUS FOR THE CBM 64 
AND SPECTRUM 


r _._, - - - n 

Please rush a first edition copy of HOCUS FOCUS to meat J 

hi A M E ...a. . . I 

i 

ADDRESS i 


SPECTRUM □ 
COMMODORE 64 □ 


i i ■ ■ + n I I- 4- 4 k i i 8 i fc I 4 fl l I 4 F I f § f 


Please tick 


I enclose a cheque/PO to the value of £8.95 made payable to 
Quicksilva Ltd. 


£8.95 


SEND TO: Quicksilva Mail Order, Units 1 and 2, 

[ Conlon Developments, Watery Lane, Darwen, Lancs. 



LIBERTY HOUSE, REGENT STREET, LONDON WlR 7DB 
TELE PH ONE 01 4390666 




C aptain Kidd is a bomb 
disposal expert, and liv- 
ing in a surreal land 
where bombs appear every few 
seconds he's a very busy little 
fellow. The game takes place on 
a grid made up of 15 x 12 
squares and good ol' Gappy can 
move in all Your directions ar- 
ound it When the game starts a 
bomb appears somewhere on 
screen and a timer begins to tick 
away- What the Captain has to 
do is reach the bomb before the 
timer reaches zero and the 
bomb detonates. Once the 
bomb has been successfully 
dealt with another appears until 
all the bombs have been de- 
fused whereupon Cappy is 


I used to enjoy pla- 
ying Sumiocks 
Grid Trap when it 
first appeared — 
but that was some 
time ago and on playing Capt'n 
Kidd, which is a derivative of the 
aforementioned gams, / didn't 
find the experience as enjoy- 
able. The graphics are very 
simple and quite crude, as are 
sound effects and music, and 
the game itself. Not one of the 
best examples of budget soft- 
ware, end there is better avail* 
able for less. 




moved on to another, more 
difficult screen 

As Kidd moves around the 

f jrid he dissolves any square he 
ands on r and since he can move 


CAPTAIN KIDD 

Bug -Byte, £2.95 cess. Joystick only 






$ 
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io sails out immedW 
?nco difficulty in obtaining your" cop ■’ 
the : iest thing to do is place a i gular < 
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I I I ■ «- 

r Please place me a regular monthly order for l 
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To the Newsagent: 

ZZAPf 64 Mag aiine is published in the middle of every 
month by News-hold Ltd, 1*2 King Street,. Ludlow, 
Shropshire SY8 1 AO. Tel: 0584 5851, and distributed to the 
oewstrade by COMAG [08954 44055), Please check with 
the publishers if you have any difficulties in obtaining 
supply. 
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fS a clone of 
the ancient arcade 
game Grid Trap (or 
Check Man as ft 
was alternatively 
named) which never ready took 
off ; Why Bug-Byte have decided 
to resurrect the title is a comp- 
fete mystery — the sound is 
dated and the graphics very dull 
and uninteresting. Although it's 
fun to play far a few games 
there's no reel Variation tn the 
screens apart from having to 
collect mom bombs and avoid 
more nasties consequently the 
game soon palfs. There are 
better games than this fora quid 
less. 


only on the squares and not in 
between, careful route planning 
round the screen is required. If 
he runs into trouble and isolates 
himself ell is not lost. The row of 
squares he J s sitting on can be 
scrolled left or right by keeping 
the frre button pressed and 
moving the joystick, but some- 
times even this doesn't help. 
There are also harmless flags 
dotted around the screen which 
reap bonus points if run into. 

Also occupying the grid are 
two breads of nasties, skulls and 
boots. The skulls are static, 



occupy one square and are fatal 
if blundered into. The big prob- 
lem they cause is when a row of 
squares is being scrolled — if the 
player isn't concentrating then 
it's easy to scroll them into the 
helpless Captain. The boots try 
to chase after the hero and crush 
him if they track him down. 
When the game starts the player 
is given five lives to play with, 
but extra ones are awarded at 
regular intervals. 


Presentation 82% 

Five skill levels to choose and 
i n st ruct ions on t he title 
screen, 

Graphics 37% 

Little sprites which trundle 
about uninterestingly and 
boring screen layout. 

Sound 29% 

A naff version of the 
Enteriai n e r an d crum m y s pot 
FX. 

Hook ability 43% 

Simplistic gameplay means 
it's easy to get into. 


But subsequent screens gsve 
more of the same. 

Value For Money 36% 

Cheap, but dated. 

Overall 32% 

Just an ordinary conversion 
of a dated arcade game. 
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MR MEPHISTO 

Bug 'Byte, £2.9$ cass, joystick only 




E vil, nasty and horrible. 
That's what Mr Mephisto 
r is. You see, in this game 
you r re trying to make your way 
to the final resting room of life 
(heaven to you}* Now yoi_Td 
think that woo id be nice and 
easy, but it isn't. No whizzily 
growing wings, loafing about on 
Clouds, strumming your harp 
and giving the halo an occas- 
ional buff, oh no. Getting to 
heaven is a tricky job. 

What you have to do is guide 
your little man from the bottom 
of the screen up the stairs in the 


Mr Mephisto looks 
tike the sort of 
gar no that was out 
and about several 
years ago. Apart 
from having terribly simplistic 
gamepfay 1 dodge the nasties 
and collect the object sort of 
thing), the graphics are awful 
The main sprite looks like its 
been brought up on low-cal 
soup all Its life , and the demon 
sprites are tike demented hunch- 
back cripples on the rampage 
with pi fch forks. Achieving the 
tasks set down is very difficult 
because the character moves so 
slowly and the stairs are so thin, 
and consequently it soon be- 
comes totally frustrating. If you 
want a good cheapo game then 
look around, as there are a lot 
better than this . 

centre to the top right hand 
corner where a halo resides, if 
he picks it up then a door at the 
top of the stairs flashes and he 
can go through to the next 
screen. 

Now that all sounds easy, but 
it isn’t. Mr Mephisto’s minions 
are a 'trolling around the stairs 
and one touch from them means 
death, so avoiding them is 
paramount. On later screens Mr 
Mephisto has been really mean 
and built several exits with 
several flights of stairs to each, 
but only one is the safe way out, 
so choose correctly or die. Inv- 



isible staircases make appear- 
ances later on and eventually on 
the final screen oid Nick makes a 
guest appearance. If you man- 



Mr Mephisto is 
quite an old game, 
and It certainly 
shows. Despjte the 
budget price f It 
Isn t budget quality and f 
wouldn't consider it a worth- 


while Investment The graphics 
and sound aren't too hot t al- 
though the subject matter IsfL 
and the game itself is lacking in 
variety, it is also frustrating, and 
consequently it isn't much fun to 
pfay. 


age to ring the be 1 1 o n th is sc teen 
then the good old pearly gates 
will open end you'll finally make 
it to heaven and live happily ever 
after, 


Presentation 72% 

Different skill options and the 
game can be played at 
several sppeds. 

Graphics 29% 

Dated r under nourished 
sprites and boring 
backgrounds, 

Sound 38 % 

Dull , unimaginative title tune 
end spot FXT 

Hooka blllty 23% 

The boring gameplay and 
difficulty of "the game soon 
gives way to frustration. 

Last ability 20% 

Only si jc screens of boring 
action , . , yawn! 

Value For Money 31 % 

Cheap, and quite righily so. 

Overall 24% 

There have been better at a 
quid less. 




■ SPOUT- SILL r PRODUCTIONS 1984 

Official mascot FIFA World Cup 1986 
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MUGSY'S REVENGE 


Melbourne House, £8.95 csss, keyboard only 


Presentation 69% 

Reasonable, but nothing 
over special 


Graphics 78% 

A few nice screens, but not 
many. 


A few atmospheric tunes 


Hook ability 43% 

Easy to gel into, but not 
particularly interesting. 


La stability 31% 

Limited gameplav and the 
repetitive natu rd makes it 
dull after a couple of games 


Value For Money 
27% 

Expensive considering its 
limitations and monotonous 
nature- 


overall 33% 

Don't play it again Sam 


r (W T"*r Though of a very 
\ {I pretty type, 

v MugSy's Revenge 
Ex* 1 just doesn't stand 

I up to repeated 

play. It's just far too dull The 
graphics are amazing though, 
especially the pool hall sequ- 
ence which is the most film like 
thing l J ve yet Men on computer. 
Musically it is very competent 
and the little ditties are all vary 
atmospheric. The trouble is that 
the gamepby is fust too simple 
and very repetitive. It may well 
be worth a look at, but I can t see 
the appeal it would create for 
any end user. 


along the sidewalk, The player is 
given full control over Muggy 
who has to walk the dames off 
the street before the feds arrive. 
When they do appear they try to 
shoot Mugsy, who's also armed. 
He can be hit five times before 
he dies whilst a fed only needs 
one shot on target to kill him. 
After ten years game time has 
elapsed the prohibition is lifted 
end the profits, barrels, girls end 
nightclubs are all shown on 
screen so you can see how well 
you did. 


organisation their wages have 
to be paid! Once that little prob- 
lem has been dealt with your 
chief hood tells you the current 
price of barrels of alcohol and 
asks how many you'd like to try 
to smuggle in. These barrels can 
be later sold at quite a profit, 
although buying excess barrels 


m during the American 
prohibition period 
around 1919, Mugsy the gang- 
ster has just been granted parole 
and on release from prison has 
discovered that the selling of 
alcohol has 


| tot to Mugsy r s Rev- 
LBBiWJ enge, mm tittle 
variation in play it soon proves 
boring, as do the animated 
sequences and music when 
you've seat} and heard them a 
couple of times, I think it would 
have worked better if it was icon 
driven, since it would have 
allowed more flexible and 
varied responses to be entered 
and injected a bit more life into 
the game. As it is , Mugsy's Rev- 
enge is just plain dull. 


become il legal. 
Mugsy's spell in the local jail has 
not taught him anything about 
the evils of crime and his 
immediate reaction to the pro- 
hibition is that it r s a golden 
opportunity for him to build up 


could leave you lacking in funds 
— a lot of money has to be given 
to organise the smuggling ring, 
and a little donation to the police 
‘charity fund' helps keep the law 
away. 

If you manage to smuggle in 
the booze then you can sell it at a 
higher price in the auctions, and 
from this you have to build up 
your profits. Naturally there are 


his formerly powerful empire. 

You play the role of Mugsy 
and must take all the decisions 
which could make him the most 
poweribl gangster of the crimi- 
nal underworld. One of Mugsy's 
chief hoods asks all the ques- 
tions and from your replies car- 
ries out orders to the best of his 
ability. He often gives invaluable 
advice and tells you if he thinks 
you‘re being irresponsible. The 
game is played over a series of 
cartoon type screens with text 
appearing in speech bubbles. 

LuckilyTyiugsy has £50,000 left 
over from his previous exploits 
you have to use that sum as a 
oasis on which to build an 
empire. When play commences 
Mugsy' s hood in chief recom- 
mends that 'real dough can be 
made in moonshine booze, and 
with your 50 grand we can make 
a real packet outts smuggling 
down Canadian bo o*e. J ff you 
agree then he'll recommend you 
first get some more boys — you 
can either ignore the suggestion 
or take on one or two more 
hoods. Don't forget, though, if 
you take more people into your 


other gangsters constantly try- 
ing to undermine each other's 
supremacy and if you don't keep 
your hoods happy they could 
well do a runner and take your 
money with them. On the other 
hand, if they enjoy working with 
you then their enthusiasm will 
reap its own rewards! If you feel 
that someone is really cramping 
your style then you can always 
have them 'rubbed oui\ 

If you manage to build up 
enough money you can start 
buying nightclubs to give a fur- 
ther boost to profits, but then 
they have to be staffed with 
trustworthy men and J wo iking 
□oils'. Occasionally the feds 


/ p fayed Mugsy 
ages ago and I 
remember not 
being too impress - 


edthen. The follow 
-up is very similar, in fact too 


similar to be worthy of punch 
asing if you have its forerunner 
The different screens, not very 
numerous f aren't particularly 
wonderful, although the anim- 
ated scene is quite nice (for the 
first couple of times you see it A 
The game itself is dull and un- 
interesting and there are only a 
few things to do each simulated 
year played. The text is limited 
and the same old phrases crop 
up time and time again. Even if 
you thought Mugsy was ace you 
could well be disappointed by 
this. 


shoot-out occurs. The screen 
switches to an arcade style 
battle where you have to fight 
for your very survival The 
shoot-out is played on a street 
with a few hookers strolling 
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A lt the hype and pomp of 
the grand finale of this 
year s American Football 
season. Super Bowl XX has 
been captured in Ocean's latest 
ref ease. Super Bowf Featuring 
both teams which played in the 
final, the Chicago Bears and the 
New England Patriots, the play- 
er is given a chance to replay the 
final and rewrite recent NFL 
history . , which team will win 
this time? 

The program caters for one or 
two players, the former played 
against the computer controlled 
Patriots team and the latter play- 
ed as a head to head. Now, we re 
not going to give a precis of the 
rules of American Footy here 
and now, but don't despair if you 
don't know anything about it. 
Super* Bowf has been designed 
so that novices can play with 
ease and the package comes 
complete with two cassettes, the 
game and an audio cassette 
explaining the rules. 

The screen is split vertically 
into two separate parts. The 
right hand side shows an over- 
head view of about half the pitch 
(which scrolls up and down as 
play moves the bail to opposite 
ends of the field) and the other 
gives details on the current situ- 
ation of play, the team on the 
offensive, the current down and 
match time elapsed. There are 
also two mini video screens 
which show a close up of the 
actions of players from both 
teams. 

The match is played in four 
quarters each lasting 1 5 realtime 
minutes with a change of end at 
each quarter and the first and 
third quarters commencing with 
a kick-off. Controlling the act- 
ions of the team is done using a 
series of pop-up menus from 
which the player (if playing 
offensively) sorts out the tactics 
of play H type of pass and the 
player to receive (if enyh The 
primary menu gives passing 
options; long, short, rush play or 
special play (which leads to a 
sub menu allowing the player to 
choose to attempt a punt field 
goal or goal line rush), Each type 
of play leads to a sub menu 
allowing further specialised 
tactics to be dictated. Once the 
passing play has been set up 
there is an option which the 
player select to view what the 
players will do during the forth- 
coming play. Once happy with 
the tactics the player then has to 
select the player to be placed 
under his or her direct control 
during the play. 

If two players are playing 
simultaneously then the defens- 
ive tactics are sorted out using 
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the same sort of menu system. 
From this the defensive strategy 
to thwart the initial forward 
movement of the offensive team 
is decided (eg 3-44, 7-1-3 etc). 
Then individual players can be 
given instructions to mark cert- 
ain offensive linesmen. This is 
another very comprehensive 
menu which has potential for all 
sorts of defensive tactics, Once 
that has bean settled the player 
can then choose which player he 


This is an excellent title and 
well worthy of its official 
IVFL licence, A if aspects of 
American Football have 
been included in the game 
and using them is alh 


easy with its tremendous 
menu system. Graphiceffy 
andsonica/fy the game 
isn r t amazing but it scores 
tremendously high on its 


playability — you reaily feel 
as if you're playing a gam t 
of American Football The 


only gripe is that the 
computer player is a bit 


easy to beat, hut the two 
player option is brilliant 
?na more than makes up 
for the computer's 
deficiency, ff you'ns a fan of 

S ame then go out and 
is now, if not try it — 
not only is it the ultimate 
American Football 
simulation, tYs also an 
excellent game in itself 


very 
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or she would like to control 
during the movement 

Now the play can begin 
proper. A press of the fire button 
'snaps' the ball to the quarter- 
back and control of this team 
member is given to the player. 
During this time the other 
members of the team follow the 
instructions dictated to them by 
the menu screens. The quarter- 
back can run anywhere on the 
field and under your control you 
must guide him through the 
hordes of players as fares poss- 
ible before being inevitably tack- 
led, If a tackle iis imminent end 
the quarterback hasn't passed 
the line of scrimmage then he 
can throw the ball by pressing 
the fire button. As long as the 
fire button is depressed the 
player can choose which player 
to throw the ball to, but very 
swift action is needed otherwise 
hell be tackled. As soon as the 
hall is thrown the catcher is put 
under the player's control and 
the game continues. Care has to 
be taken when throwing the ball 
lest the opposition intercept or 
the catcher fumbles. 

During the play the defensive 
team's allocated player is active 
and can be moved into an intcr- 


A/f hough beings bit fate for 
fi he American Super-bow/ 
this game has definitely 
been worth the wait. Most 
other attempts at an 
American football 
simulations have tended to 
tean more towards the 


eepting position or mark a 
player the controller thinks is in 
e threatening position. 

Punting the bail either at kick- 
off or during an eictra point 
attempt is done by keeping the 
button pressed and rapidly mov- 
ing the joystick up and down. 
This activates the 'power bar' 
seen on the left hand side of the 


strategy side, but Ocean 
have brought out the 
exciting fast action fea tures 
in the game where you can 
both plan your moves and 
p/ay them, Everything is 
completely joystick 
controlled and although 
using the menus is initially 
tricky t once mastered, 
some pretty amazing 
results can be achieved. 

The repi^y screen is 
brilliant with animation 
that would make Wait 
Disney proud l With this and 
Hard ball who needs Nicky 
Horne and the crew . 


screen. The player has to deter- 
mine how much power is need- 
ed to either kick the ball up the 
field or between the posts. 

After every play 0 window 
emerges from the left hand side 
of the screen and replays the 
whole move using three-quarter 
screen high players, just like 
you J d see on the telly. If you 
don't want to see a replay then a 
press of the f i re button ski ps it so 
the game can be continued. 


"fertv 

tciW r 


Presentation 98% 

Excellent and easy to use 
window system and brilliant 
replay screens, 

Graphics 84% 

The replay screens are ace 
but other graphics are rather 
lacking in any detail. 

Sound 18% 

A few crowd noises and little 
else. 

Hookabllfty 92% 

With its tremendous ease to 
gel into you’N be hooked 
From kick-off. 

Instability 89% 

The computer team is rather 
easy to beat but the two 
player option is where the 
game scores highest, 

Value For Money 
87% 

It's cheaper than travelling to 
the SuperbowL . , , 

Overall 90% 

and just as much fun as the 
real thing. 
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...Your 

mission as f 
resistance leader 
Michael Donovan is 
to seek and destroy 
their Mother Ship 
using al! the skills 
and weaponry at 
your command. 

Ail -action, multi -level 
Arcade game for your 
Spectrum & Commodore. 


14 The TV 
science fiction 
series invades your 
home computer: 

Earth is visited by 
seemingly human 
aliens... 

These reptiles soon 
reveal their ultimate aim 
however.. to take over 
Earth and enslave its 
population... 
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, “■ , ^ This is a realty tolly 

adven* 
rare which has 
■ some really mce 
touches, The gra 
phfcs aren 't particularly wonder- 
ful but am adequate for the 
game, A special mention must 
go to the music, which has some 


E ditors, I hate them l J At least 
that's what Jeremy the 
Punk, YOP trainee photo 
grapher says. He works at the 
amazingly popular newspaper 
The Daily Shocker * . , The sort of 
newspaper that prints moving 
holographic pictures of Page 


to the surface to get another 
(phew). 

When Jem wants to look in- 
side an object, pulling hack on 
the joystick activates bis icon 
box and pressing the fire button 
cycles the icons. Using these 
Jem can look, pick up, use. take a 


Three girts, and where truth is 
regarded to be the dog turd on 
the road to successful 
journalism. 

The esteemed editor of this 
organ, Hacker Harry, has given 
his YGPite the chance to prove 
himself by taking a few photos 
on a very 'simple 1 little job. You 


see, the paper has been tipped 
off by a contact at Marylebone 
Cop Shop that a certain Profes- 


sor Augustus Dapper has Just 
been arrested, and the Police 
have found enough patent app- 
lications in his residence to keep 
the front page covered for 
weeks. So off goes young Jezza . 
. ( Trundle, trundle, trundle 
down to Hyde Park, where the 
Prof lives, before an evil reporter 
from The Daily Stunt has the 
chance to cast his lascivious lens 
over the patent applications. 

Like most Professors, Augus- 
tus' synapses are warped to say 
the least, and he's hidden all the 
applications in objects littered 
around his iarqe, multi-level 


wasn't enough, he's developed 
a hard of rampaging mutants to 
guard them lest something 
should happen to him . . . 
GawshJ Poor ol r Jeremy, he 
doesn't know what's in store! 

His quest starts near the 
entrance to the Professor's den 
of discovery, and he can walk 
either left or right, towards or 
away from the entrance* If he 
trudges to the entrance he dis- 
covers that the only way in is 
through a hole, and a$ Jezza 
strolls, the scenery scrolls. 

Around the lab are loads of 
objects, all of which have to be 
searched. Some contain appli- 
cations (hurrah } and some are 
empty (booL while others have 
horrible muties residing inside 
them, which leap out when our 
hero takes a peek (double boo). 
If Jeremy gets touched by a 
mutant then his film is stolen 
(boo, again] and he has to return 


a The most Impress- 
ive thing about 
I Hocus Focus is the 
■ music , although it 1 
I does irritate after a 
while. Graphically It ts quite 
cute, but nothing outstanding. 
As for the game itself , . , Well j 
not bad, though l reckon it would 
make a better budget t/tle. f did 
enpy playing it on several occ- 
asions, but due to the lack of 
variety and depth interest soon 
wanes. Still 3 pleasant ffttfe 
game r and worth a took at if 
you're bored and want some- 
thing sufficiently interesting to 
pass the time. 


From cm 1 m )V L(-’ 

-the Gam v Masters 


many amazing voices. Hiked the 
Icon system and the way the 
game has to be completed, and 
although It is impossible 
bAissionesque, if i$ original and 
fun. The game costs a couple of 
quid less than most Commo- 
dore games, and is well worth 
looking at if you want an unu- 
sual and fun arcade adventure. 


needs to go back to the surface 
every now and then to pick up 
new film, and develop the old. 

When an old film is developed 
the prints can be inserted into a 
box underneath the main dis- 
play, end rearranged to form a 
large picture. The prints can be 
moved into any position on the 
grid, and the whole thing works 
rather like a simplified jigsaw 
puzzle, 

Once the current prints have 
been inserted then it's another 
trip underground for more 

R iccies . , * And of course, more 
assie. 


photo and switch off the music 
which plays throughout the 
game If the action seems illog- 
ical then a little question mark 

K ars in the box and Jem 
as his head before return- 
ing to stroll mode. 

The Prof ts a very untidy litfie 
fella, and has left several items 
lying around, such as swords 
and keys. Swords are useful and 
can be used against the ram- 

R aging mutants, whilst keys 
elp Jem to get back to the 
surface — underneath the en- 
trance to each level is a fan, and 
if Our hero stands on this and 
uses the key, then it's activated 
and he fs blown up through the 
hole to the next level. 

Oh, by the way, the mutants 
aren't the only hazard — the 
other one is invisible . . * It 
doesn't smelt T , It has no taste . . 
. !t H s silent and c anT be felt * + , it's 
. . . ft's AAAAPGGHM Rad- 

iation! Yep, Jeremy continually 
absorbs radiation, shown on 
screen as a constantly increas 
ing counter. If this counter rea- 
ches thirty rads then Mr YOP 
1986 becomes a glowing punk 
and dies, so regular visits to the 
surface are a necessity. He also 


HOCUS FOCUS 

Quicktilva, £7.95 Cass, joystick or keys 


Last ability 63% 

Photographing a funatic's 
abode is tricky, but can pirnve 
monotonous. 


.»K-jit=Ti l=K 1 1 


IF..-*] 
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Presentation 68% 

No game options, but 
otherwise adequate. 


Graphics 70% 

Average sprites and 
backgrounds, but nice 
scrolling window 


Sound 81% 

Short, bul very impressive 
tune, and grotty 'speech'. 


Hookability 77% 

Easy to get into — and 
enjoyable tool 


Value For Money 
68 % 

Not overly expensive ioi 
what it is. 


Overall 70% 

A Jolly arcade adventure, 
which is fun to play and 
offers a fair bit of challenge. 
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Geoff Capes' Strongman Challenge 

Martech, £8.95 cass, joystick or keys 




Presentation 44% 

Lo i & of su pe rf I uo n ft key p resses 
make any sort cl interact for 
awkward. Poor title screen as 
well. 


Graphics 32% 

Dull backgrounds and er|ual^y 
rancid sprites, 


Sound 49% 

Rob Hubbard manages to 
audibly annoy throughout. The 
sound effects are jusi as bad 


Hooka bility 34% 

There isn't any except, possibly 
for those who love Geoff Capes 


Instability 29% 

The Ejame difficult- the sort 
you never want to play more 
than a couple of times 

Value For Money 29 % 

There are cheaper ways of 
exercising your joystick 
muscles. 


Overall 33% 

Mol at ail worth the time of day 
even for joystick wibblEKs. 


Oh dear, this is 
awful, Geoff Capes 
Strongman Chall- 
enge is really a bit 


I of a shock after 

such neat releases as Zoids and 
Crazy Comets from Martech. 
Geoff Cepes is a real let down, 
Even on f he level of a simple 
wiggle the joystick about game, 
Geoff Capes is awful Quite sur- 
prising IS the second screen 
where the graphics for the hills 
and clouds look like something 
from a Doodle demo picture, 
Hob Hubbard's sound (reck is 
abrasive, something I never 
expected him ro be. The only 
realty constructive thing you can 
do with Geoff Capes is ignore it 
and hope that Martech will /earn 
from the lesson and get back to 
producing decent software, 


muscle tries to drop below zero 
then Geoff feints, we don't want 
that to happen because all his 
friends wifi then take the mick. 
Once power is set the idea on 
Barrel loading is to get Geoff to 
walk down the stairs, pick up a 
barrel and then get back up the 


bits from the bytes so to speak. 
Apparently toughness is meas- 
ured through how fast you can 
wiggle the joystick as this is the 

. i, r . . L. _ . _ . i. k«a Lv 


hen he's not being jolly 
tough and really rauc- 
on telly, turning 


V V oils on wiiiy, Turning 
over cars and such like, Geoff 
Capes is a sprite in Geoff Capes' 
Strongman Challenge A fat 
multicolour one at that. Anyway 
this latest prog from Martech 
puts you on the spot to be put 
through a series of computer fit- 
ness tests but you don't have to 
have a Popeye body since it's all 
done with a joystick. This means 
that you can bend fifty iron bars 
around your neck, hurl a million 
barrels into a waiting truck and 
biff cars onto their side with an 
insignificant flick from your little 
finger without stinking of sweat 
it you ever want to find a 


deciding factor on how much 
energy is allocated to the Geoff 
being controlled. Toughness is 
measured in wittily named Jim s 
Gym and Geoff stands face to 
the screen. The idea is to bend as 
many iron L_ „ ^ 


The other events. Fairground 
Bell, Wood Chopping, Sumo 
Wrestling and Car Rolling, are ell 
presented and played in a sim- 
ilar v&in to the first two events 
though reaching them is not 
easy- Every time Geoff faints he 
has to start again. Being the 
world's strongest fatty is not an 
easy life. 


stairs to lobthe keg into the back 
of the truck. Mistiming Geoff s 
footfalls when stairwalking 
causes a fall and running out of 
energy causes a faint. Picking up 


— “V !“"i bars around Geoff s 
reckon a limited amount of time, 
once the time has drained then 
an energy allowance is awarded 
depending on how well Mr 
Capes performed. After that the 
energy can be shared around 
various parts of the body. 
Throughout the Strongman 
Challenge the bottom half of the 
screen displays various bits of 
flesh in windows These are the 
all important muscle icons. Each 
window also has an energy 
status and after acquiring the 
overall energy on the test screen 
it's up to you to distribute it 
between various bits of Geoff's 
body. Using a joystick and arrow 
pointer, pressing fire whan pos- 
itioned over one of his muscles 
increases the power in that reg- 
ion of the body. When the 
energy has run out it's onto the 
first event, Barrel Loading, 

This takes place by the seaside 
which scrolls into view accom- 
panied by a Rob Hubbard inter- 
pretation of 'Roll Out The Bar- 
ref. Gosh, this is a toughie con- 
sidering that you're supposed to 
be the world's strongest fatty: 
two barrels have to oe loaded 
onto an awaiting truck. Before 
partaking in any event the effort 
you intend to put in must be dec- 
ided. The higher the effort the 
easier it is to complete but Geoff 
gets knackered easier and the 
muscle icon's power bars reflect 
this. If at anytime the power on a 


released Eddie 
Kidd's Jump Chal- 
lenge a coup/e of years back. 
Licensing deal after bee rising 
deal followed, and we saw such 
classics as Brian Jack's Super- 
star Challenge end Zolds, Crazy 
Comets was also very good, 
despite the absence of a fro* 
&nsed character Now we have 
Geoff Capes' Strongmsr^ end it 
is not nice — at least I think so, f 
don't like the graphics and 
sound, and I don t tike playing it 
at all- Dull, dull, boring — not 
interested, Unfortunately, Mar- 
tech have regressed somewhat, 
and ought to pull up their pro- 
verbial socks « Anyway, at least 
there's Samantha Fox's Strip 
Poker to look forward to. That is, 
if you like that sort of thing — I 
don't so I'm not overly enthui- 


Handy if you ever want to trnd a 
Mrs Geoff Capes. 

First the computer must dec- 
ide how tough you are, sort the 


\dr ^1 game, and i can t 
f ^ say I'm over the 

r I moon at the return 

of the Decathlon type control 
method, after elf that sort of 
thing went out of fashion quite a 
white ago . The game itself f$ a 
dull one with fatty Geoff trolling 
around making silty noises and 
fainting whenever the oppon 
tonify arose, £ven when the 
game was finally sussed I found 


the barrel is rather simple as it's 
yet another case of repeated 
joystick wibbling. 

The next event is Tug of War, a 
battle against the computer gen- 
erated fatty. The main factors in 
this eloquent test of skill are the 
attributing of power onto the dif- 
ferent muscle icons. The arm 


ics are very poor — ■ / utun t itnow 
that Geoff was a break danced 
well he seems to be because he 
does some very good moon - 
walking! The sound is very grat- 
ing with Hob Hubbard's poorest 
composition yet. I hope that 
Martecb go back to producing 
classics hke Zends, this ts fust 
dire. 
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Step up to OFFICE MATE and! save money! Usual price individually £79,00 


Sole distributors to the trade: 

Centre5oft Ltd. Te i 


021-359-3020 


Name; 


Addre**: 


Sig nature: 


10395) 265155 <4 lines) 


— —Trade and ovemu enquiries welcome. 


. ... . ... 


• Database 

* Mailing List 


Extensive 
Documents tion 


OFFICE MATE £12 Cassette 
or 1541 Disk £15 


Word Processor 

A f ully-laaturad wd processor program with toxtftxmaHlng - 
right juitlfeabar. ■ adigstafcfe page length - text catering ■ 
Output of an of pari of text la prrtir - sal&ctirei saving - file 
coneBtflr 3ifon - block move ■ Mock delate - rfvetee print - 
graphics pmt - tteubte w&fo prim - sorting - leh and right 
maigwi seiect^ - word cam - search and replace. 


Mailing List 
This program will enable you :□ keep a retard of names and 
addresses and then print, examine, sort and find thsm, ai : wrth 
special selection technique s Faatjnng Hit lemous Gemini 
'search-hay' system, you have Iht opto -st creating your own 
dtd'oaied coding routines for each name on the f.n> 

For inampitrOh moat roatf systems you are onlygiviKHhs 
standard headings such as name, shaft town, country etc. 
but wnh our system, you could tor example rind all condones 
listed that have a turnover in excess at a certain figure , of alt 
subscriber! who are behind wfl h their subscriptions, or an 
people eligible lor a Christmas card hi , 5 year' A lull range of 
utihfies is callable tom iha menu inctodmg, ol course, label 
printing. 


Database 

Superior IWmsnagsmint system wth lectures ‘ourm only 
wi|h packages cost- -g much, mum more Comptaieiy user- 
oelinabU dr a entry formal - colours definable - advanced 
matoe*-^: ss using brfHn machine code exprefisen 
evaluator - fast sen an numefit and string Mda % extensile 
searching *ih Md card capatofiry - user -definable data 
summaries - simple on -screen eating. A reify POWERFUL 
dsi abase! 


Home Accounts 
Designed ese complete home aecou.mmg package . this 
program s the mt to sei up and maintain a budget Ipr 
dema erf housericfcd iiiipfn^iure and compare actual with 
budget . * ilher -.ynceiy, or wnh (be aid of chart graphics. 

A complete barf account roufrn# 1 $ included, :ogai?vwith 
standard eapentfiure categories witch may be changed to 
suit. 


* Word Processor * Home Accounts 


* Database 
* Cash Book 


* Mailist • Word Processor • Stock Control 
Final Accounts * VAT File • Full Documentation 


Database. Mailist and Word Processor as ‘Office Mate' PLUS: 
Cash Book / Final Accounts /VAT File. 

Gemini's legendary cash book system tor the C8M is a complete 'stand-alone ' accounting 
software package, already in extensive use by both accountants and their clients. 


General System Overview 

The Gem n\ cash book pac nag* tor iha Commodore 1 26 

microcomputer s designed tor a hardware system 
messing ot: 

1. Convnoiiore 84/128 n^roeomiamr. 

2. ifleokann printer 

3. Cassette or disk da: a stooge 

fir aw note that rvnmng toe program on disk will na change 
Ihe way tostlhe program works, but youwtfl have the herein 
of lar greater wed and reliability lor the loading are saving of 
tee that a disk system provides 
There is 1 total of ttffl nonwad accounts, a large number erf 
Which nay be del ■ed by Iha user. You mgy have up to leu - 
Cash centred asHHjni!' i* bank control soeounls, -one saies 
ledger and one purchase ledger eerttrot account, 
n* program Mi stare a data Ilia consisting of: 

1- Tte account titles, 

2. The cifrent cumulative balance 00 each account 

iiabft of credit |i, 

3 The net movenwl on each aacmrt tor &rery montfi of 
toe year. 


4 VAT net sales arcf net payment figures, which are 
aulomitjcaliy crested and maintained by Iha program 
This same data Nets uwd by the FtKAL ACCOUNTS 
pro^jiffl. The 'VAT FILE' which eccompanieathis pa :ks^e is 
designed primarily lor (has# users an the RHAilers special 
VAT schemes 

The main features of (he CASH BOOK program are as tolkjws. 
!, Double entry routines for lren&*starig through the 
cash-'bank acccuris and s&Wpuro -dse ledger control 
amount 

£. doumal facility lor (he miLa set up of ac^Ounto, or tor 
adjusdmenls to any ol the accounts 

3. The lafidrty to produce the iotlowing screened or printed 
reports 

[a^ Using □< all the nominal sffiuuntllties 
lb) Mcnthly transaction summaries 
(c) A trial balance wftpwvar required, 

(dl Screen VAT memo icoourt ts&JAf^a& isalas.’naE 
purchases, end VAT nHli}. 

I*) A hatch porting feemty whitfi ptowdee details oi ill toe 
trinsBflkjfis entered pothi current run of to* program. 


Dralan ptoara note that 'Off lea Mata' and Offica Matter 
now available also on BBC, Electron, and Spectrum. 


MAIL 

ORDER 

TO: 


4. The facility :o extrad regulat manogemert information 
■such as cash; hank balances, debtors ind cnednpft, sales . 
Ovartiiads. flfc 

5. The program interlaces mAh (he Genw FINAL - 
ACCOUNTS program to ft^aOlt li dding and Profit and 
Loss eccounrls and Bflanpe Shaei to be produced 
whanare r ragulr^d Ccn-.parfftive qf budgetfigurea tan be 
shown alongside toe actual fibres using c^s program, 

6. Screen prompts Ihrcughcu 1 : toe ID I acilil ate 

of use. 

7 Storaga trf VAT mlofmallon to assist In the praparabcri ^ 

periodic VAT returns. 

s Error trapping rout^os to mimmil# -.npufl errors. 

6 The facility to handle the rirtar-cialtsa“:iiadiunso1 so'e 
tradere. parirarehipa, limnad tBmp&rift, dubs, tic 
Users restored tor VAT are r<r™ded tool it m 1 statutory 
reguir&nrert ha mtorm their local VAT crPkswhifl they change 
toe* r accounting feccros an to a «#* compuiensed accounting 
system. 


OITICE 

MASTER 

£25 

Cassette 
of 1541 Disk 


GEfniTTJ 


Gf mini Marketing Limited, 'Gemini Hovae 
□inan Way Tfad-ng Eetafe, Elkmoulh. £)te 4PS, 


CBM 54.‘1?.& 'Office Male’ packs m Cl 2 (Disk El S\ 


Pfeeae sene me __ 

Pieeee sand mw CBM flAn £6 'Office Masie f packi E25 

CoSHritt / Oitk (preele defete as necessary j 


Cheque •' P O s enclosed to value t 

or pfeeee debit my 

Access-' Amen No 


24HOUG Cfl£OITCAFlD 
HOT LINE 


BEfTUnj& 


CentreSoft 


PRESENT 


& 


With ever bur years experience of providing practical software solutions for business and home applications, Gemini have put together a 
selected range of famous titles for the Commodore 64 and I23in TWO special packs, at VERY SPECIAL prices. These super value packs 
contain all the serious application software youre ever likely to need for your CBM, from word processing and database management to 
a compete professional business accounting system. Gemini s OFFICE MATE' and OFFICE MASTER " are here now - 
put that computer to work! 












29 Jm 


I suppose if i have to pick a day 
and say. J 1 started the game", I 
guess this is it. I r m still fresh offs 
the 3T, and some idle tinkering 
with the new assembler I got for 
the 128 has resulted in a rather 
neat starfi eld routine that I'm 
gonna have in the game. It has 
34 stars and they're all 
generated using }ust Sprite 0, 
which leaves plenty of sprites 
free end room for some scrolling 
stuff underneath. Uploaded a 
demo of it onto Cnet. 


30 Jan 

Fixed a bug that was making the 
interrupts desync if you tried to 
ru n the sia rs backwa rd . Put sta rs 
under stick control and 
ove Hayed a scrolling grid just to 
see what it looked like. OK but 

a rid too regular for high speeds, 
on't care, on3y a demo anyway. 
Uploaded it to CNET, Think this 
phase is gonna turn out tike 
Sheep in Space a bit, but faster, 
much. Opposing planet surfaces 
i n cen t re of sc reen r wa rp 
between 7 Main character on 
planet surface will probably be 
this lovely goat animation that 
Mo Warden did. It's ace r it even 
butts. For planet surface, you are 
the goat — accelerate, and you 
metamorphose into a spaceship 
for aerial combat. Accelerate 
again and you can go really fast 
over the planet, perhaps auto 
shields flick on at high speeds? 
Dunno, HI see. Never approach 
a game with too much 

E reconceived ideas, i reckon — 

>t it flow, change, 
metamorphose. Oh yeah, I'm 
probably gonna call this game 
tritits A fpha and it'll blast like 
crazy. 

1 Feb to 14 feta 

(Tied up with proceedings to the 
launch of Cohorspace on the 
ST, which took place on the 10th 
Feb at the Laser ium, so I didn't 
hack any serious Commodore 
code during this time. ) needed 

to practise), 


15 Feb 


The design Is taking more 
concrete shape in my head, l am 
altering the scroll routine to fit in 
with my new plans, and splitting 
the screen in the middle. Got the 


contraflow routines going over 
garbage data just to see if they 
work. It seems that they do 


although there seems to be a 
slight glitch at high forward 
accelerations that V\l look into 
later. 


16 Rb 

Spent the day designing some 
planet data and graphics, and 
stuffed it in to see what the 
routine looks l ike with some real 
data. Looked OK but a bit coarse 
going at 2 pixels/frametime 






minimum increment, so I 
rewrote the stars end planet 
scroll so that the minimum 
increment is 1 pixel par frame 
time. Ii looks a lot better l ike that. 
The planet graphics I did are too 
coarse, though ... I don't really 
like the way they look, so I may 
well do a new set tomorrow. The 
current set is based around a i 
block of data 2 chars x 2 chars, r 
and doesn't look that great. / 
Did write this really neat 
routine, though. A complete set 
of pi .met graphics takes up 512 
bytes of character set data, so I 
just store the definitions for the 
top planet and let the computer 
generate the inverted /reflected 
set for the bottom planet. Works 
fine after a little hassle ■ — 
reflecting multicolour data is a 
little awkward — but saves 
Storing all those inverted 
definitions. 


After the success of our last programmer's 
diary (Andrew Braybrook developing 
PARADROID) we decided to approach 
another programmer prepared to risk the 
same gamble. After his various run-ins with 
our '12 year-old' reviewing team, JEFF 
MINTER probably reckoned he had little to 
lose, and agreed to undertake the mission. 
Fresh from the Hama Hab, then, come these 
words from the great heavy mettallick 
himself, as he describes the agony and the 
ecstasy of IRED1S ALPHA, not to mention the 


satisfaction to be gained from setting Gary 
Penn's abode afire by using Gary Liddon as 
the incendiary device , . . 


Redid the graphics completely, 
came up with some really rice 
looking metallic planet 
structures that I'll probably stick 
with. Started to write the 
Gen Plan routine that'll generate 
random planets at will. Good to 
have a C64 that can generate 
planets in its spare time. Wrote 
pulsation routines for the 
colours; looks well good with 
some of the planet structures, 
The metallic look seems to be 
'in' at the moment so this first 
planet will go down well. There 
will be five planet surface types 
in all, 1 reckon, probably do one 
with grass and sea a bit like 
Sheep m Space, cos f did like 
that one. It'll be nice to have 
completely different planet 
surfaces in top and bottom of 
the screen The neat thing is that 
all the surfaces have the same 
basic structures, all I do is fit 
different graphics around each 
one. Got to sort out the scroll 
limits tomorrow ... at the 
moment you can shoot right off 
the end of the planet into 
garbage data which ain't too 
cool, Down the clockto wer In the 
evening, cheap beer, 50p a pint, 
Courage Best promotion. Weil 
good, 

IS Feb 


now he walks left and right 
under joystick command. 
Started work on Du rk Side set for 
Colourspace, 

20Feh 

Put in gravity routines for the 
robot — he can now run and 
jump, too. The grav Is nice and 
low, graceful leaps. Robot wilt 
have to jump over features on 
the planet surface, 

21 Feb 

Ship main control mode now 
complete, with the addition of 
the 'spaceship' mode: stop the 
little robot, jump him up and 
push the stick left and right to 
make him transform into 3 
spaceship which can really belt 
over the planet surface. Control 
feels good, and I'm pleased, cos 
that’s important. 

22 23 Feb 

Weekend in Cardiff with some 
mates and Colourspace. Dark 
Side set finished and 
demonstrated- Was in car crash. 


sprites and banged 'em in. They 
look fine, the mirrored screen 
and planets scrolling different 
directions are really bad for the 
eyes! Tidied up the joystick 
control to make it less finicky. 

26 Feb 

Seminar on MSX-2 at Microsoft 
in Reading. Bit of a booze-up, 
too smashed to do anything 
constructive in the afternoon. 

27 Feb 

Put in planet-surface firing for 
the top ship. The ship lobs out 
large round bullets while it is on 
the planet surface — I intend to 
have certain nasties that can 
only be properly killed with 
ground-based fire. The routine 
works but I am losing every 
other frame due to interrupt 
Overrun, so I reduce the number 
of stars on screen to get back 
about an inch of interrupt time. 
This does the trick, all cool. 
Some faffing around with 
interrupt positioning needed 
too. 


Fixed scroll limits and did a little 
more work on the planet 
generator routine. Scroll looks 
really neat, especially at high 
speed. Very pleasing. Must th ink 
about doing the ship controls 
now. 

19 Feb 

Wrote the code to put Our Kero 
(tentatively called B-D I (after the 
little Indian cigarettes Mike) on 
the planet surface, in the right 
place, and the right colour, and 
the right size. Wrote the 
animation routines that'll be 
used to make him move. Hooked 
him up to the scroller so that 


Left my scarf in Cardiff. Freaked 
people out on train on way 
home. 


24 Feb 

Sprite plex routines written 
today to reproduce sprites 1-7 
on both planets. Work OK. Put in 
the other 'upside-down' ship 
controls, work fine but need 
upside-down sprites defining ! 
At the moment it isn't inverted, 
uses the same im ages a s th e top 
one. 

29 Feb 

Defined the necessary inverted 


28 Feb 

finished off firing routines of 
upper ship, added the fester, 
horizontal fire that the ship 
produces while flying above the 
planet surfaces, The whole thing 
feels nice, good firing response, 
just the right spacing between 
the bullets, and a nice transition 
from ground/airborne firing 
modes. 

1-2 Mar 

Bone idle. 

3 Mar 

Wrote the extra bullet- handlers 


to add fire to the lower ship as 
welt as the upper. The lower ship 
has its own, independent 
bullets, they can't just be 
reflections of the upper ship's 
bullets. The firing is ace. Leva it. 
Especially the gravity on the 
planet-bound tiring, but then I 
always did go f or gravity. 

4-9 Mar 

Much messing around with 
graphics for tne other planet 
surfaces, got four defined so far. 
Metallic, Brick, Country and 
Mushroom (although I have 
only half finished the graphics 
on Mushroom!. The afternoon 
went learning how to set up the 
new telly I've just bought for 
doing Colourspace on, 

6 Mar 

fn London, setting up for the 
ATARI show. 

7-9 Mar 

Also in London, getting very 
knackered doing the Atari show. 
Continuous lightshows. on the 
hour, every hour, for three days. 
Went to Laserium Sat nite, 
crashed on mate's floor, failed 
TOTALLY to get any sleep. 
Wrecked by Sunday. 

10 Mar 

Drove to Ludlow for the second 
stage of the ZZAP! Challenge. 
Played games all day, boozer In 
the evening, crashed the night 
on La Penn's floor. 
Ceremoniously burnt the review 
Of Mama Llama with Penn's own 
lighter. (Next rooming Cary 
Lrddon woke to find himself 
covered in the ashes — Ed} 

11 Mar 

Got up, read The Beano, went to 
2ZAP! offices to hassle them for 
9 cup of tea but they ran out of 
tea bags so had to go to 
restaurant down the road. Drove 
back from Ludlow, Lots of sheep 
near Ludlow, you know. Pretty 
Welsh ones. Set up 8 foot 
Colourspace screen in Llab. Had 
mega session on it, 

12 Mar 

Getting stuff ready for taking to 
France. Will take 128, Probably 
won't have much chance to 
work on l-A until I get there, now. 
Another session on the big 
Space rig tonight with some 
Clocktower regulars. 


month Jelf continues the 
^aga of l»A. If anyone has 
information leading to th^ 
recovery of some miss rng sheep 
from the Ludlow area, will they 
please contact the Ludlow 
Young, Farmers (who do it in 
green wellies) 
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We saw the original 
adventure game, often 
referred to as Colossal 
Cave-Adventure. We 
thought it had some 
nitations and decided to 
write a similar sort of 
game but better f So we 

did. 


PART f I DAVE LEBLING 
| AUTHOR/ CO-FO UNDER] 


First on the line was Dave Lebling, He helped explain 
how the company came into existence- ‘Well, 1 was 
one of the people who helped found the company. 
There were a bunch of us working at MIT, now 
called the Laboratory of Computer Science, and we 
had this frightful idea that we were a pretly clever 
bunch of people. So we actually founded the 
company before we knew what we were going to do 
with it. Only later did we decide to do computer 
games, 

We were working on alt sorts of things. Forlhe 
ten vears before the comany took off, we worked 
on things which were artificial intelligence related, 




couple of K for each of the games, Zork J was all 
original material. Zork 2 had new characters and so 
on. 

The first machine for which the game was 
released was theTRSBO! In fact al the time, the only 
candidate machines were that and the Apple. 
Possibly the Atari as well. What we did, this requires 
going into our technology a little bit, when we first 
designed our system, we designed so that we could 
easily transport our games from one machine lo 
another. Most of the code could '“main un- 
changed. Only a small section, may. ; 5 or ' JK 
would have to be changed. In fact, v I en you're 
talking about machines with a similar a.chitecture, 
like Ihe Apple and the Atari, the changes would be 
even smaller. 

'So planning for other machines was part of our 
design right from the very beginning because we 
realised that this was going to be a rapidly changing 
market and we didn't want to have to spend a year 
doing each conversion. That's why each of our 
games on that part of our series called Interactive 
Fiction is simultaneously released - 

‘The first game I worked on after Zork I and 
Zork 2 was Starcross, which was a science fiction 
game , . . and a little bit on Zork 3. Then Enchanter, 
after that; then Suspect and most recently , last year, 
Spdlbreaker, concluding the trilogy we started with 
Enchanter.' 

Many people have said that of all the Infocom 
games, Stancnoss is the most difficult. So where did 
Dave get the inspiration for such a masterpiece? 
'I've probably read hundreds, more likely thous- 
ands of science fiction books, stories magazines 
etc. I've always been interested. Siarcross was really 
a homage to a cross between Arthur C Clarke'S 
Rendevous with Rama and various Larry Niven 


Very few games get reviewed in magazines or journals outside the specialist 
computer press like ZZAP! You won't find many platform game reviews in 
The Times or in Punch, But you could find an Infocom review. Infocom 


office products etc. We really did a variety of 
different activities.' 

Dave went on to describe how the first Infocom 
titles came about. 'Well, we saw the original 
adventure game, the one that was written by Don 
Woods and Wilt Crowther, often referred lo as 
Co/osSaf Cave/ Adventure. We really were quite 
excited by it but at the same time, we thought it had 
some limitations and decided to write a similar sort 
of game but: better! So we did. 

J lt was written on and off, over a period of 
about six months to a year. The original version, the 
very smallest part, was done fairly quickly. But we 
kept adding. So substantially, what you see today is 
Zork 1 , 2 and 3. It was written as one piece first and 
then spilt up into a trilogy. When we split it up, we 
added a lot of new material. Maybe, I don't know, a 


The usual convoluted phoning arrangements 
had to be made, timing had to oe compatible 
fwhich it nearly wasn't as 1 got the time zone for 
Massachusetts wrong! and ZZAP1 Towers had be 
clinically sealed to provide the necessary tomb tike 
silence required for our hypersensitive taping 
equipment (that almost makes it sound good!. 
Despite attempts to have everything arranged 
properly, there was the inevitable last minute 
panic. All was welt, in the end. This is what tran- 
spired . . . 
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the myth lo find out just what malfcea this unique 
organisation (it k. 





started working in the late seventies, formed out of an Artificial Intelligence 
development team at the Massachusetts Institute of Technology and grew 
rapidly into the most respected software house in the world. 



PART TWO: STEVE MERETZKY 
(AUTHOR J 


stories. The Niven connection is in the tact that 
there are a variety of essentially friendly aliens, 
strange devices and particularly the stepping discs, 

! in a 


for the characters. It's too frustrating given the 
limitations of the conversations. 

'Probably, i would say that the favourite is a toss 
up between Enchanter and Across. I like Starcross 
because my my real love is for just hard SF — stories 
which move the plot along with science. A lot of the 
puzzles are down like that in the game. I enjoy that. 
I enjoy that kind of story. 

'The firm seems to have split in two directions. 
We have these big games, called the Interactive 
Fiction Plus series which are much bigger and have 
a richer environment made possible by the size of 


The red and blue stepping discs that feature 
large number of problems are based on the step- 
ping discs from Larry Niven's Known Space stories,' 
G ut as Dave added , Encban ter was ve ry d iff erent 
to other games at he time because of its comfex 
magic system. Well, that comes from fantasy — 
reading fantasy as opposed to science fiction! 
Really, Enchanter was inspired by reading Ursula K 
Le Gum's Earth sea Trilogy which, I think, is one of 
the best fantasy novels or series ever written. 
Enchanter, well , , „ most of our games really, take 
about nine months to write. I'm not too sure 
whether Enchanter took slightly less or longer, 
thinking about it. 


Planning for other 
machines was part of our 
design right from the very 
beginning because we 
realised that this was 
going to be a rapidly 
changing market and we 
didn twant to have to 
spend a year doing each 
conversion. 


the few machines they run on. We have the classic 
games — the ones everybody knows and I think 
we'll keep doing both because the classics have a 
certain charm, 

So we'll keep doing that, but more importantly, I 
think what we want to do is keep ... well, we want 
to get it so that play is better, interaction is a lot 
smoother and more conversational than it is now, 
What we have done over time is improve it little by 
little so there are improvements in say, SpeUbreakor 
over Endtanler but we still know we're geared to 
smoothness in talking to other human beings. The 
closer we can get to that, ihe better our games will 
be because you don't want to spend most of your 
time playing what we call ‘guess the word'. Our 
games have very large vocabularies; A Mind forever 
voyaging has over two thousand words. On the 
level, that's still not as much as you would like. The 
level of English understood is good but not as good 
as we would like. As we say on our packages, we're 
never satisfied,' 

All this was very interesting, but where did the 
Strange Cornerstone project fit into the pattern and 
what s more — what was Cornerstone? 'Cornerstone 
is a business product. It is the first in a line of 
business products and it uses similar technology to 
the games. That is to say, there is a large core which 
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I've probably read 
hundreds, more likely 
thousands of science 
fiction books, stories 
magazines etc , t've 
always been interested. 
Stare ross was really a 
homage to a cross 
between Arthur C Clarke 
Rendevous with Rama 
and various Larry Niven 
stories. 


magic Spells in those games and I was thinking fora 
long time, even before we started splitting Zork into 
episodes, that magic spells would make an inter- 
esting addition to the games. Eventually I came up 
with a scheme fordoing magic spells and the game 
resulted,' 

So was it intended to evolve as a trilogy like its 
predecessors did? And what about his conclusion 
10 the series, the recently released Spellbreaket, was 
he satisfied with that? 'No, 1 suspected it might be a 
trilogy, and then part way into it, near the end ! 
guess, Steve Meretzky said he'd like to do a second 
game. So we talked about it and we had some really 

! ;ood ideas and stuff. So before Enchanter had been 
ini shed, he started work on Sorcerer, 

1 think I would say that I got most of the things 
into it (Spef/hreaker) that I wanted to. Something 

J.l_ _JL I I _ J IE. ■ * ■ . . t U 


Wirt* (hat, Dave disappeared to be replaced at the 
mouthpiece by oneof the most famous members of 
the Infocom team, 2B year old Steve Meretzky who 
began by telling me how he first began working for 
the company. 'I've been with the company about 
four years. I started as a games tester, Weil, I 
worked on the first two games that Infocom did, 


that I had actually started thinking about at the time 
that Enchanter was written that ultimately appeared 
in Spdlbreaker was the idea that you could actually 
write things and create things yourself in the game. 
Beyond that, 1 think the only thing you tend to 
regret when you've finished, is you always whish 
there had been that extra 5K or 10K. The game 
Speilbreaker, for instance is something of the order 
of IK — once it's inside the system, so a lot of things 
have 10 be left out just because of the lack of room.' 

Dave explained which of the games he found 
most difficult to write and which had become his 
favourite. He also made a point about Infocom's 
aims in game design. 'Definitely Suspect. I've read 
enormous amounts of literature, not just 5F and 
fantasy but mystery, adventure, so ! vowed that I'd 
never do another one until ... I will do another 
mystery once we have a better parser. You need it 





NEXT MONTH 2 Stan talk* to Sly Gall cy Senior 
frames Defipiff, jnd barm ihat iherv ant no bowet' 
a I Inlut MFti; and kci Carl G t nat«ilo v ri rlr*Mgne f 
aboui Intocom \ unusual packaging, including Hv. 1 
famous living sjlk er'i ihril kppt (ailing oil shop 


do, then you might be a little nastier in your 
response. Or if it was something that a smart Alec 
would try to do then you might be nasty as well, but 
yeah, those are where you really get a tot of 
opportunity to put humour into the game, 


yeah, those are where you really get a lot of 
opportunity to pul humour into the game*' 

Probably Steve's (and perhaps Infocom's) most 
famous game is their adaptation of ffre Hitch Hjfcers 
Guide To The Galaxy* Mr Meretzky talked a little 
about its origins* 'Well, most of the writers here 
were familiar with and enjoyed the books and the 

enjoyed some of our products, and 
friend of Infocom's and Douglas's, i. 
and we hit it off pretty well, Aboi 


radio shows, Douglas Adams was familiar with and 

■ ‘ so a mutual 

i r introduced us 

” j " .Bout a year after that, 

we started work on the Hitch Hikers game and I was 
basically chosen to do that because I was available 
at the time and I had done P/arteria/f, which was 
humourous science fiction* 

It started out with him coming over here and we 
worked together in Boston for about a week. Then 
we connected up a computer mail network and 
communicated pretty much on a daily basis that 
way. We talked on the phone once or twice a week 
and then about three months after that first 
meeting, I went over to England and spent a week 
there. After that the design was pretty much done 
and I was left alone to do all the testing and bug 
fixing type of work and then Douglas came over 
here for another week right before it went out, just 
to do some last minute polishing, basically I did all 
the programming and he did most of the writing 
and we designed most of the puzzles working 
together. ' 


that is Zork I and Zark 2 , The first one that i actually 
did as an employee was Deadline. ' 

How did the plot for his first game, Ptanetfalt 
come about? 'Well, 1 would say that it was pretty 
typical of most of our designs which is that you start 
with a storyline and it changes somewhat along the 
way, but before you begin , you do have an idea of at 
least roughly what the story's going to be. As you 
begin doing the actual programming, you get new 
ideas an things you want to do. 

Then when people begin playing it, you get 
suggestions. The more you see things that they try 
to do, the more you get additional ideas. So usually 
you start with the story and then it evolves over the 
whole design and implementation.' 

All of Steve's games have had an exceptionally 
good reception from all sides of the press. When I 
asked him how he felt about this, he modestly 
answered from the point of view of the company. 
'Well, we feel pretty good, I mean, each game takes 
pretty dose to a year of work. After spending that 
amount of time on something, you feel pretty good 
when people like it. J 

Fair enough. I asked him if working on Sorcerer? 
created any problems as he was effectively in Dave 
Lebling's territory, here? Well, in some ways it was 
easier and in some ways it was harder, I was easier 
in that there wasn't so much independent thinking 
that I had to do because the game setting was 
already created. However, it was also harder 
because I didn't have as much flexibility but it was 
an interesting change from starting with my own 
universe.' 

I wondered whether Steve had considered any 
preset objectives with this game. 'No not really. I 
lust wanted to do a game that was very puzzle 


You put in a special 
response case which is 
usually funny, if you can 
think of something funny , 
or is nasty if you happen 
to be in a bad mood when 

you write it. 


rejecting ideas and developing the scenario,' 

After alt this hard work, had Steve considered 
one game in particular to be his favourite? That's 
really hard to 
reasons. Pro r 

because it was the first and so nothin 
titious and it wasn't like anything I hai 
before/ 


ail of them for different 
iff was the most fun 
was repe- 
eve r done 


I wanted to have a game 
which was more serious 
and had a message in it 
which was something 
that we hadn r t done 
before. 
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fol irfiDther Z2API Ctmhenge This montl 
hawe decreed w wi-hii challenge to ti 

place with guest plav er Jen Mint^wn* 
was tiie o ut right win ner of lest month's 
Super Challenge between programmers 
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Once again, the rules follow the previous I 

challenge, with each participant choosing a I 
gam# that all should play- Whereas last 

month the programmers had chosen their i 

own qames and then not particpated m that g 

round/in this challenge, everyone plays B 

every game aiming to get the highest score B 
possible within a ten-minute time limit f 
(except i ng M&ma LLs wh i ch * s fifteen j 

minutest As this indicates, not a surprise to - 
se«W inter choosi ng h I s o w n creation , t 

Mama Lfama, it s not only that he likes it, but 
he likes to rob it in the faces of the egregious 
ZZAP! min corvettes, Penn and Rignall. The 
particpants then (their chosen games m 
brackets) are: 

Gary Liddon {Guardran) 

Jeff Winter | Atoms Llama) 

Paul Sumner iOrkitum) 

Julian Rignall {Pastfindar) 

Sean Masterson {Encounter) ■ 

Gary Penn ( The Eidolon) I 

As a (perhaps) suitable background to this . 
challenge, I decreed that an arcade machine 
should be brought into the room and turned 
on. With natural cunning I chose the £»tar- 
□ate 'Defender', since this is a game I know 
all those taking part adore — it should act as 
a distraction to their febrile concentrations 
I and result in some interesting disasters, 
i Hah 1 Sadly, my cunning did not stretch to 
putting it on E2 play, which might have 

I proved even more rntemst i ng. 

6n then with the ZZAP I Challenge! 


■ 

i 

I 

■ 

B 

■ 

B 
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GUARDIAN 

Gary Liddon 

Liddon says that he loves Guardian and I am 
informed that he virtually worships the 
programmer, Steve Evans, I fail to 
comprehend how can humans become 
emotionally involved with pieces of 
software, and can only surmise that it is 
some form of binary bestiality. Despite such 
devotion, the spurious spiv had an 
uncomfortable game and after 7 minutes 
his planet was destroyed, and the battle 
continued in outerspace, where he lost 
several lives over a period of 30 seconds, 
finally biting i«he dust with a score of 
122,000, 2. 54628 minutes before time up. 

Jeff Mlnttr 

Declining the offer of a practice game, the 
hirsute one got straight down to the 
business in hand, and in a blaze of entrails 
amassed 108,000 points with ease. 
Obviously old hands die hard. 

SeanMaittnon 

TheZZAPJ strategenarian grasped his 
joystick with obvious intent and readied 
himself. It soon became clear that this 
erstwhile fellow had planned his attack in 
advance, for he lost life after life with 
cunning precision and succeeded in playing 
more games within the allotted time limit 
than anyone else! Such ingenious play 
resulted in a high-score of 12, 150 points. 

Gary Penn 

Although a Guardian veteran, Penn is by no 
means proficient at the game. This became 
satisfyi ngly and blatantly obvious when he 


started and lost a life after only 10 seconds! 
Ha I Hrs misfortune was my ecstasy and he 
continued for 5 gruelling minutes more, 
much to my satisfaction, in which time he 
barely managed to score 56,500 points. 
Visibly perturbed, garish Gary played again, 
but gave up in disgust minutes later with 
both lives and time to spare. If a winner 
never quits and a quitter never wins, Mr 
Penn most certainly lost, 

Julian Rignall 

The self-acclaimed high -score hero oozed 
with confidence as he entered the fray, and 
with a look of what can only be described as 
lust in his eyes, akin to that of a rapist, he 
casually shot up wave after wave of alien 
aggressors, salivating with glee as he did 
so. He eventually emerged with a wry smile 
across his face and a score of 1 51 ,300. Ughl 

Paul Sumner 

Havmg only ever played Guardian on a 
couple of previous occasions, the 
Housewives' choice understandably lacked 
confidence in his impending performance. 
After some uninspiring practice he pfayed 9 
short and fraught games, and at best 
achieved 7,530 points. 


MAMA LLAMA 



Sean Masterson ■ f ’ •. »||H: I. " £ - 

1 ■ Masterson claimed that this was the first &>, 
time he had seen Mama Llama, so he 
approached the chair with trepidation. 
However, out of the kindness of his heart {<1 
Rignall put him at ease by giving him a hand 
— and to good effect, for he quickly perked 
up and performed well. As the time limit 
expired, so did mama llama, and with a CF 
of 21 under his belt, the malodorous 
malediction sat back in his chair, a smug 
smile permeating his stubble stippled 
jowls, 

Jeff Mlrtter 

Quite unsurprisingly, Winter played 
extremely well and finished with a huge CF 
Of 54 In 15 minutes. He later commented on 
how easy it was to achieve such a high 
completion factor, and added that any ore 
who knows how to play the game properly 
could do the same. I was therefore intrigued 
to see how the two reviewers who passed 
judgement on Mama Llama in issue one 
would fare 

Gary Penn 

The puerile one got off to a good start and 
lost a baby llama after a mere minute of 
play. He then demonstrated his almost 
encyclopaedic knowledge of the game by 
taking the full 15 minutes to attain a pitiful 
CF of 14. And \ thought he'd played Mama 
Llama before. You can't blame Winter for 
making noises — the man is incapable of 
being sotto voce, 

Gary Liddon 

Between mouthfuls of mayonnaise dressed 
chicken and sweetcorn sandwich, to satisfy 
his prolapsed stomach, the lounge Liddon 
attempted to point out that he had only 
played Mama Uama on a few occasions 
previously, and thus required some help. 


However, he was spurned. I doubt that this 
was because no-one actually understood 
what he was saying, rather they didn't want 
to. Unperturbed, he put on a brave face and 
in 13 minutes got a CF of 16 before finally 
losing the parental beast of burden. 

Julian Rignall 

1 watched with interest as Rignall calmly 
took his place in front of the game. Unlike 
Penn, his approach was casual and it was 
evident that he had played before, for after 6 
minutes he had a CF of 24. Shortly 
thereafter the incompetent foot took too 
many no -entry signs through the main 
Square and his game came to an end. He 
started to play again, but time was not on 
his side and as he reached a CF of 21, his 15 
minutes were up. 

Paul Sumner 

The unfortunate Sumner has never played 
Mama Llama before, and I sympathised as 
he struggled to get to grips with the game 
under Rignall's guidance. Paul's play was 
far from good and he only mustered a CF of 
9 in five minutes, poor fellow. He started 
again, but after three minutes he got bored 
and decided to give upon the game, and 
talk to Rignall about his injuries sustained 
during a recent hockey match instead — a 
man more interested in satisfying Rignall's 
Curiosity than his own ego. 


URJDIUM 

Gary Liddon 

Despite enthusiasm over Andrew 
Brayh nook's shoot em up and much time 
spent play mqi it during his working hours, 
the seff-accl aimed big city slicker's arcade 
skills hardly glittered in his four games, 
leaving him with the non too hot best score 
of 17,260 

Sean Masterson 

More at home with the obscti r itaes of 
wargaming hex, Masterson has never 
played Uridium. and blasted off with some 
trepidation to score only 15,770 in his first 
game. He improved in second, getting 
17,810, while the third game was short 
(54101 and it finished 15 seconds before 
time up. A strategic decision was 
demanded so he decided to call it a day. 

Jeff Winter 

Last month's Super Challenge was Winter's 
first encounter with Uridtum and he liked 
Che g;ime. Metallic music flashing and the 
gurgling sounds of the background 
Defender arcade machine, encouraged his 
best score of 39,055 in two games. 

Gary Penn 

With M inter's example before him, the 
pei id ions Penn took his seat and almost 
immediately aborted the first game after 
quickly losing 2 lives! He didn't do much 
better with second game either (26535), but 
pulled back near the end to get 29,740 
before his time ran out. 

Julian Rignall 

This pitiful performance left Rignall, the 
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mart with rigor 
relishing his opportunity to embarrass hiis 
colleague, which he did with odious ease, 
playing only one game and scoring 63,690 
with few problems. 

Paul Switmw 

Exhibiting the kind of common sense tor 
which he is famous, sunny smiling Sumner 
had practised Uridium a lot before the 
Challenge anti got off to a flying start at his 
chosen game. When his ten mi nut as were 
up he had scored 71,91 5 r making him the 


the most practice and sailed thro 
level five with a winning score of 
The crude cretin 


was evidently delighted 


Julian Rignall 


Penn wasn't finished though, he couldn't 
resist the temptation to give Rignell a little 
help, although considering the result, 
perhaps sabotage was mote his aim, 
because Rignall wriggled up to level four, 
finishing with 10,800, 

Paul Sumner 

Sigh, sigh, Sumner's pi ever played Eido/An 
either.. Guess what — yes, populous Penn 
the peasant puppy once again came to the 
rescue and Pau I got 9,640, Well it could have 
been worse. 


UrfdhJpi cNmnpion without doubt .it's 
always nice to see someone with craw 
humility come out top for a change! 


The strain of playing MAMA LLAMA alongside rf s 

creator, proves too much for Gary Penn — even 
with the help of Mickey Mouse, 

happily. He took a fairly straightforward 
game and scored 44,900 it a relaxed 
manner. 


Gary Llddort 

I always enjoy it when a challenger hates a 
game — it puts them at such a 
disadvantage. The Teptiilian teas maid had 
only played Pastfinder a few times didn't 
think much of it. However, after what 
seemed to be an enjoyable game lasting 
6,5372431 minutes, in which he scored 
7650, his opinion changed and he 
announced that he thought it was quite 
nice Pah! 


Gary Perm 

Prognathous and pusillanimous Penn also 
Sikes Encounter but I am delighted to report 
that although he scored 4S r 500 it appeared 
to be a troubled game throughout. There is 
justice in the Universe after atll 

JulEan Rfgnall 

But then again, perhaps there is not — for 
the repellant Rignall reached the 4th level 
with no problems and scored 50,500. 1 
prefer not to dwell on his repulsive gloating 
afterwards. 


With all six games played and Cameron the 
camera having done his technical bit with 
those silvery umbrellas, bright flashes and 

II l ^ r ■_ l i 


light refracting fenses arranged in combin- 
ations suitable to the production of latent 
images on primitive light sensitive film, 
there was a mad dash for the Defender' 
arcade machine, while the results were 
painstakingly calculated by the ingenious 
use of Gary LiddoiYs four fingers and 
prehen site thumb. I cannot say I was 
pleased, for the juvenile, gerrymandering 
Julian Rignall came out fop, a whole two 
points ahead of last month's star Challeng- 
er, Jeff Minter. In third place, surprisingly, 
considering his complete unsuitability to 
the position, came the ludicrously lethargic 
Liddon, a point ahead of the slightly less 
porcine Penn. This left it to Raul Sumner 
(my brave Challenger) and the strategically 
satyric Sean Waste rson to fight it out for 
finai place — and Sean won I 
Who knows what the future holds? In an- 
other microcosmic moment, we will all 
know in next month s ZZAP! Challenge. 


SewHhmrfOti 

Atari snob Masterson Jet everyone know 
that he had only ever played the Atari 
version before Serve him right, because he 
didn't fare too well, scoring a puny 6255 
before time up. Liddon was pleased if 
Mastersonwas not. 


Paul Sumner 

An Encounter virgin, the handsome ZZAPt 
sprog Sumner did creditably indeed, 
justifying my original enthusiasm for this 
son of Much Wenlock. He struggled 


Jeff M Inter 

The Hairy Yak likes Pastfinder— no doubt 
its weird intricacies appeal to his music 
drugged mind. With very little trouble he 
scored 15,115 in one game lasting the full 
ten minutes. Sickening! 

G&ry Penn 

Unlike his namesake, pernicious Penn 
professes to like the game a lot (but quickly 
sneaked in a line about not having played it 
fora while}. It shows, and he lost his last life 
just before time up, having to be content 

_ _ i I ikjfl'" ■ i 4 jrij-. i— 


Gary Liddon 

Although he has played Eidobn T typically,. 
Liddon lias never been very good at it. 
Despite my interjections to the contrary, he 
asked Penn for help. Penn obliged and to 
my absolute disgust the obstreperous beast 
reached level five with a score of 16,690. 
One day, liddon— one day . . . 

Sean Maitvnon 

Once again Penn's help was demanded, for 
Masterson, obviously more of an observer 
than a go-getter r had only ever seen the 


with a lower score than Mmter of 14,905 


Julian Rignall 


Secondary Atari snob, wriggling Rignall, 
hated of this parish, displayed an ability to 
transfer his affection from the Atari version 
to the Commodore with a predictable 
traitorousness. He played a comfortable 
game and got the top score of 18,595, 


game played! The combined talents of 
these two proved exceptional — Masterson 
made it to level four with 9,540 points ! 

Jeff Minter 

Surprisingly, metallic Minter had never 
seen Eidolon before, but once again Penn 
made his peanut presence perfidiously 

B alpable, and offered sssi stance to get 
(inter up to level four with a score of 
11,040. 

Gary Penn 

What's to be said here? After playing 
everyone's game for them, Penn had had 


Poor spring til neSumner was left to go last 
a daunting task after the revolting Rignall. 
and on top of that, he had never played 
Pastfinder . Rignall Just couldn't stop 
himself from lending a condescendingly 
greasy hand f but between them the 
managed score was only 5,800 in the 
allotted time. 


Gary Liddon sits at the tuck ably h elpmg 
Activision's Andrew Wright la guest) to spall 
Renn's game. 


Gary Liddon 

Libellous Liddon the chaise-iongue lounger 
\oves Encounter, a fact that showed as he 
did well and reached level 4, scoring 56,600. 
He admitted afterwards: 1 really enjoyed 
that." I didn't — that pretend humble smile Is 
the epitome of smugness. 
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Atarian Masterson had never played the 
Commodore version and although he was 
the being to choose Encounter , he received 


a satisfying come-uppance I 
well. He scored a measly 22 


not doing 
0. Good I 


Jeff Minter 

Encounter fitted the Minter bill quite 








Q. Wfiot is Gome Killer? 

A, A revolutionary powerful cartridge that now lets you p Jay all those 
impossible gomes without being killed! 

Walk fearlessly through gunfire, disaster and danger without a scratch. 

Q. Sounds difficult. 

A. ft's simple. Just plug it in the back of your computer and press a button. 

Q. You mean I can play my gomes all the way to the end. 

I don't believe ill 

A Yes — incredible but true! It works on all those thousands of games with 
sprite collision. 

0. Sounds like science fiction! I suppose it's available in 200 T . 

A it's here now! 

O, I'll believe it when I see it! 

A. Exactly, so why don't you go to your focal Jg <& 

computer shop, 

The Robtek Gamekiller is available from all good 
computer dealers 

Enquiries to Robtok (formerly known as Kobcom) Ltd., ^ J^SSfSr QjO ^ 

36 Market Place, Falloden Way, London NWl 1 6JP. / / y? 

Telephone 01 209 OH 8 X X X 

Potent and copyrighl applied for r Xv* X X 









Leicester 
1,647,000 N i 




ns^i: ' 




.A : , I'; 

ACE [Cascade) 

19,130 Mark Beecroft Ashington, 
Ncrthumbs 

0 Stuart Huctman, Cirencester, 
Roberts, Sheldon, 

land. •’ WmSi 

■Mi / • niu» r . 


ft) 

all, Camberiey, 


i-WsE± 


Anoiv 

I David H. 


7X1 

i,7S0 


us, Bucks 


• it S« 


I m Graphics] 
len, Aberdeen 
tubba r Redcar, 


fpool 

d, Godalmlng 
ococfcr Buxton, 

Roberts, Crosby. 


78 Andrew Grifo, Walkden, 

orsl&y 

BALLBLAZER (ActhrisfeflJ 

Shut oyl level 3 droids: 

20 J secs Karl Dem, Sdmercoies. 
Derbyshire 

27 4 sacs Robert Hunt Bradfo rd, W 
Yorks 

53.0 secs Mauhew Citos, Reading, 

BARRY MCGIUGAN'S BOXIIMC 

(Activision} 

f ?1 , 1 45,000 E 1 riot Barrie, Thetford, 

Norfolk 

i' 20, 1 16,000 Peter Cotneford, 
Hingsend, Dubinin 
1 1 9 ..680.000 Michael Davies, Darwen, 

Lancs 

f 1 a .905,000 E Burnett, Wes thill. 

Inverness 

E 1 51 86,600 IMff Rudd, llfmoomb*, 

Devon 

614.232.000 Nail Watson, Spwidon, 
(^rby 

£7,029,000 Robin Greenwoo d; 
Yeadon, Leeds! 


COMIC BAKERY [Imagine) 

4,14/,920 David Halii, Camber ley , 

Su r rey 

1.11 0.290 Mark Stubbs, Hei±c#r, 
Cleveland 

1 04 .290 Garry WafcsOA, Dumfries, 

Scotland 

90,760 Huw Morgan, Brecon, Powys 


Sussex 

1018,200 M ade Plou ghm an, Worthii 

Sussex 

62,000 Rqbert Hum. Bradford, W 
Yorks 

H ■■ 6 

RESCUE ON FRACTALOS 
{Activision} 

610.100 Barry Jordan, Hook Norton 
RAMBO (Ocean) 

3.926,700 Danny Erfery London SW4 

1 .716.100 Cliff Malinder. London NlS 
1 .574 ,400 Jason Tm ktar, Wi r r el , 
Bcbingian 

1,4S43$0 Michael Gandy, Oswestry, 
Shrops 

973,500 David Connor, Aintree, 


Jeff Bolton, Cramlington 


What a month I My new highscore tables seem to be to the liking of 
my troops, since my Command Module has literally been filled with 
claim forms of both new and old recruits. I think I may well have to 
upgrade my mail sorting droids, although efficient droids are 
difficult to obtain in this pathetic, primeval hamlet of Ludlow 
The challenge will be back to normal next month, and I will be 
carefully monitoring the highs core entry forms for a potential 
champion — practice long and hard my troops, for I want to 
embarrass the new so-called champion before his ego has a chance 
to swell to an even bigger size. Until then my glorious fans ... adieu, 


28,400 Pay 
Worts 

EIEKTRA 
156 
0 

79,3 
Staffs 
15,254 
Esses 

EN 

mjmwm 


3 ice. Swa n ley, Kent 
Great Willey, 


CRAZY COMETS (Nlprtwh) 

141,137 Mark Stu bbs r Rads^r, 
Cleveland 

105,377 Elliot Barney Thetford, 

Norfolk 

04,390 Stephen Moore. Liverpool 

COMMANDO (Elite) 

10,200,209 Anthony Coggan, 

Dundee. Scotland 

8 r 1 02, 200 Ja me s Howells, 

Tony pa ndy, Mid Glam 
7,276,600 Gary Badham, 
Abergavenny. Gwent 
5,230,160 Terry Ferguson, London, 
£015 

DESERT FOX (US GuW 

75,000 (Crusader) D Wright, Hulk N 

Humbs 

44.700 (Crusader) Stuart Hipe. Tylers 
Green, Bucks 

THE EIDOLOn (Activision) 

S4;i4G John Cruor, OinsspovvEe. S 
Giants 

63,510 G Bridgeman, Notts 
59,770 Jam Je Wttes, Ipswich, Suffolk 
56,670 Chris Munghall Fife, Scotland 
52. 1 90 0 M u Fray, London SW 1 7 
49.890 Martin Blocr, Nuneaton, 
Warks 
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ran 
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HUNTER PATROL 

1,000,750 N 
Sea, Essex 
230, 10D Jon 
164.900 Mark 
Essex 

125,000 Rotaii 
Worcester 

119.800 
Zouch 

61 ,050 Tony Burfel f Bi 

THEGOQNiES (USGaM) 

731,675 Marlin Robinson, Colne, 

Ljncg 

214.800 Neil Hawkins, Colon Fields, 
Staffs 

KUNG FU MASTER (US Gold) 

3,642,QOO James, Howells, 
Tooypandv, Mid Glam 
2.693.641 Colin M.nctvcr.lnchtiire, 
Perthshire 

1 ,582,137 Simon Darks, Watford. 
Herts 

1,301,416 Zafc Zaruia, Southend^sn- 
Su Essex 

l, mass Colin Homer. Enfield, 
Middx 

1,074,048 Glynn Jollifie. Leigh, Laras 
1 ,050,784 Lee Radford, Shi rebrook. 
NOUS 

XORONIS RIFT (Activision) 

1 10,560 KP Morgan, Droitwlch, 
Wares 

32,620 Mark Harris, Bide ford, N 

Devon 

26,400 Gary Hill} Ley land, Uncs 


i. 

1,-10 f j,OOOer Brian 

iro j 

OOOcr Peter 

Lancs 

49,OODcr Jon 
;pn 

103, OOOcr Peter Strrckson. Bexhill- 
H’Ses, E Sussex 

,009, OOOcr Tak Pamj, Lyndon. 5W17 
\SmjSBQw Jonathan CfHk»» 
SheffttJly, Tories 

PARADftDED [Hewaon Consultants) 

23BJ75 David Flanagan* Wakefield, 

W Yorks 

21 3,885 Andrew Mackay r Liverpool 
11 7, 8S5 Jeremy Long. Ellon Brook, 


SCARABAf US |Ariolu*ft| 

99.258 Dave Berry, Macssyside 
70,544 Julian Procter, Blackburn, 
Lancs 

67,512 Nick Burton, Southampton 

SXOQLDAZE (Micro splimj 
32,060 Robert Hunt,, Bradford, W 
Yorks 

21 S -B40 Alex Wilson, Hemel 
Hen iAiaad r Harts 

TRANSFORMERS {Cte 

I3 r 673 Stephen Cooper. Stevenaga. 
Herts 

10,292 Alex Wilson, Simon Vispi, 
London SW5 9TD 
6,907 Graeme Melville, Errol 
6.498 Simon Harris,. Stey-ning, W 
Sussex 

URICHUM (Hewson Consuttants) 

334.630 Peter Clarke, Skelmersdala, 
Lancs 

.168,900 Peler Williams. Craven Arms, 
Shropshire 

155,610 Malcolm KeL^Glasgow 
[38,280 Ross Ca irn^ *, 

Ihshixe 
?00 Julian 
i Andi 




) 


fwlch 


erpool 
n Brook, 

ley, Kent 


m 

I raw H 

EradCarnmage. 
impton 
Dflnen Bread, 
63,400 Marlin Button, 
UaCffiterEhir? 


REVS (Firebird) 

Silverslcne 
1.25,0 Harvey Deacon. 

Essex ■ 

1j27,4 Ben Lockett, Bantairy, Oxen 
1.27.6 Peiil Adams, mmtingdon, 
Ceinbs 

t.29.1 lan Duncan, Hemd 
Hempslead, Herts 
!32*Ji 


eshall. 


Jason Roberts., C 
Liverpool 

1 .33 3 Richard BrooN. 
Northumberland Healb 


ROBIN Of THE WOOD (Odin) 

99% Gavin Daiy. Bungay, Suffolk 
95V n R J Mao re f Hartford, Nbfthwidh 
§2% Matthew Ward, Ilford, Essex 
9.1% Stuart Murray, Chelnt&fcrd, 
Essex KJi 

ROCK W WRESHLE (Melbourne 
House) 

42 1 ,800 William Church. Lrikpard, 
Cornwall 

253 r 8Q0 Simon Harris, Steynlng. W 


.1,855 Kinnon 
iddlesboroug 

WHO DARES WINS II (AHigaUl 

102,070 Nick Burton. S^u Hampton 

VIE AR RUNG FU j Imagine] 

11,525,700 Sui Wai Cheung, Burton- 
on-Trent, Staffs 

8 r 060 r OQ0 Fay Oaydon . Eg h am, 
Surrey 

7,860, 100 Tony Lander, Birmingham 
.7,794,600 Tony Doyle, London SE 6 , , 
5,063.096 Andrew Grifo, Walkden, 
Woraley 

4.763.400 Doug Johns. Portsmdudi 
Hants 

4,435,800 Paul Partinsan, 

Yorks 

3,603,600 Brandon . 

Sunderland 

337.400 
3,100.440 
Scotland 


w 


r ■* - 


I (Rhino) 
211900 ij 
189,000 Ne 


211,900 D Wflghr r Hull. H Hu 
il Grant, Crabt 

R0dditch 


1 15J00 Jeff Ballon,. Crsmlington 
■93.665 Richard Aston, 
Wolverhampton 

ags 

2QRR0 (IIS Gold) 

BB. 187 Philip Williams, Bastord, 
Nottingham 

60,305 rsu I Darren, Landon N 1 7, GLP 


Oacton-on 


KANE (Miistertro 
113,965 Mark 

102J90 BmdGammage. Elton Brook, 
Northhampton 

MERCENARY ( 

1 ,499,DOOer Martii 


^ r 

JU high whoring ©iris and boys, send yovr scorats) unto me. A 
r, sub-othfl transmission or the like will do fins. Wh.ni f — ■*" * J 
score, ley el reached, time taken and any ether 
better), then put your norm, address and tel 
nt to contact you) and send it off to; ZZAPI 
SOX 10, LUDLOW, JHKOPSHIJIE, SYd IDS. 
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TO BE A 

OLD WEST 1 
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PSI 5 Trading Company 

You am about to cap! am yuur ship through one 
of the great edge-o f-yrjur-seat driven Euros of the 
3Sth Century. 

Sitting an a mother lode of rids mining deposits. 

I lie Pervin Frontier is a mocca for settlers, 
entrepreneurs on both sides of the few, and aume 
of the worst scum of ihe universe. The inhabitants 
are qn the brink of starvation and will pay 
anything lu anyone who can gel through to them 
with □ ship of supplies from the uufside world. 

If you're ripe for a challenge and feel 
comfortable in Ihe rolq of Space Freighter Captain, 
your ship just came in. Choose your crew from a 
collection of human and inhuman characters. 
Sharpen your management skills and man the 
bridge. Take command wish detailed graphics, 
realist it: sound and Ihe finest bridge 
instrumentation the 35th Century has to offer. 
Keyboard nr Joystick controlled. 



iz ^ * 


I ri| r/ : - . VW fvv r- j - '.-I. 




ft 


Law of the West 

Law of the West's astounding Interactive 
adventure pute you in the m/dsi of turbulent Old 
Wes I action. As the Sheriff of Go/d Gulch - as 
tough a W/fd West tuwn as (here ever was - yo till 
have n/J yon can do lo survive 'IIJ sundown, 

Jf you've ever wanted to pin a tin star to your 
chest and match the exploits of a Hal Masterson or 


Hardball 11 



the gunpowder. 

Entirely Joystick controlled. 


£9.95 CASSETTE £14.95 DISK 

Commodore 64/128: 


Balter upf The most graph tecrJIy slunnifig 
compnlor boscball gome ever developed/ Ho rd Ball 
puts you on Ihe field and in the duguul as bulh 
p/oy^r and manager of a hoschoJI loom. IVW put 
you in the big Teagues. 

Here's computer baseball so real l but you'll be 
reaching for your rosin bag before each pilch. 

Each field has 3-D perspective. Full-sized 
animation h rings the game action to life os you 
play against the computer or another human 
pasfibal] fan. 

HardBalL gives you command of the physical 
interactions and strategic decisions uf baseball, 
Test your game strategy from a manager’s point uf 
view. Hit and run. Steal, Sacrifice. Leap fur long fly 
balls or dive for grounders. Play ball! 

Entirely Joystick controi fed, 


WE BESTOW ON YOU THE ULTIMATE 



if 

:.S®IU0: 



YOU TOO CAN BE A KNIGHT OF THE COMPUTER! 


ILSr Gold Ltd. Unit 10 Parkway Induslmil Estate, Heneege Street, 
Birmingham, U 7 4 L Y . TgI: 021 1598861 








(2) WINTER GAMES ( 1 0%) 

> GOLD, £9.95 cess, CT4 95 disk 

1 i • : 


2 

us 

ZZ/^F! rating 94-% 




3 (101 COMMANDO (6%) 

ELITE, £9.95 cars. € 1? 95 disk 
ZZAP! rating 77% 


4 /3; SUMMER GAMES IE (5%) 

'J5 GOLD, £9,95 cass, £14.95 disk 
ZZAP! rating 97% 

5 m MERCENARY (5%) 

NOVAGE N . £9 95 cass, f 1 2.95 d i$k 
ZZAP! rating 98% 


6 {4} LITTLE COMPUTER PEOPLE (4%) 

ACTIVISION, £9.99 cass. f 14.99 d.sk 
ZZAP! fating 97% 

' 

7(11} ELITE (3%) 

FIREBIRD, £14.95 cass,, £17. 96 disk 
ZZAPl rating 92% 





12 ffl PITSTOP H 

US Got p. £9.96 disk, £14.95 disk 
/ZAP! Fating 91% 


* S^i££I RSPORTS 





13 (16) WHO DARES WINS (I 

ALUGATA, C7.95cass 
22APF rating 90% 


8 (12) RAMBO (3%) 



J, C9.K 
ZZAP! rating 65% 


9 (SJ WAY OP THE EXPLODING FIST (3% } 

MELBOURNE HOUSE, £5.95 cass 
ZZAP! rating 93% 


10 If 5] FIGHT NIGHT (3%) 

US GQLiJ, £9 9b cass, £14.95 disk 
ZZAP! rating 93% 


14 N ROCK 'N r WRESTLE 

MELBOURNE HOUSE. £8,95 cajra 
ZZA?I 'ating S3% 


15 (25} KORONIS RIFT 

ACTIVISION, £9.99 cass. £14.99 disk 
ZZAP! fating M% 


MONTY ON THE RUN 

GREMLIN GRAPHICS, £9.95 tan, £14.95 disk 
ZZAP' rating 90% 


17 N KUNG-FU MASTER 

US GOL lx £9. 95 cass 
ZZAPi rating 79% 


8 {&} BOUNDER 

GFEMLtN GRAPHICS. £3 95 cass, £14 96 dish 
SAFI rating 97% 



cass 

ZZAP! rgtir»g 91%. 


23 { 18} THE EIDOLON 

ACTIVISION. £9.99 cas*. £14.99 disk 
ZZAP! rating 97% 


24 (24} REVS 

FIREBIRD, £14.95 MSS, L I 7.95 disk 
ZZAP I rating 99% 


25^4/SKYFOX 

ARK3LASOFT. £9.96 cass, £12.95 disk 
ZZAP! . (i ting 91% 



26 (-!Z 

Ring, £9.35 cass 
ZZAP! rating BS% 

27 (23IKIK START 

MA5TERTR0 NIC, £1 cas 
ZZA PI rating 90% 


19 {-} YIE AR KUNG-FU 

IMAGINE, £9.95 cass 
ZZAPI rating 68% 


20 ( 17} ROBIN OF THE WOOD 

ODIN, £9.95 cass 
ZZAP' rating 92% 


28 H BEACH HEAD II 

US Gold, E9.95 cass 
ZZAP* rating 30% 


29 (28} NODES OF YESOD 

ODIN, Gl.SScass 
ZZAFI rating 95% 


30 (20 ) THING ON A SPRING 

GREMUN GRAPHICS, £9.95 csss 
ZZAP! rating 93% 


YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP! 

READERS TOP 30 CHART! 


Every month we give a way an amazing £40 worth of software to the first person whose ZZAPl READERS TOP 30 VOTING FORM , s Dulled 
torn th,. bog. The winner also rece.ves a super ZZAPl 647-shirt. Four runners up get a T-shirt and a ZZAP! Cap. So all ■ you have toTo SSI pp! 
tie form below, t erne m be ring to pul your name and address down, list your five favourite games m descending order { remember They must 

hIm m 3 th C £,arTlt ^ that vou have playedi, stale which software yon would like (to a total value of f.'40> should you win, and yourT-sh^rt siJu 
lS,M r U. Then send your form m to the address shown ' v 


ZZAP! 64 TOP 30 VOTING COUPON 

(Please writs in block capitals) 

Name 

rQ 5 9 4 I. ■ 4 r a a a A -a bbib^bb b f B ^ b i bb p b . bb b b . B | u f b + P 1 + - - , B r a . - _ 


a 


J R I t C 1 r HI 


FHk4haraFi4 


- r - ha . 




POStCOdfi -4 , a H r a r-a a ra an a a, a j|p j pa a H P + 41 t 1 rara-T-a-raa-ra l a a. a . a a m. 

If l win the £40 worth of software* the games f way Ed like are: 
Game (and software house) 


My T-shirt si*e is S/M/L 


1 am voting for the foil owing five games 

■■ F a LJ P4 P ■ Sa H a + ■ 

2 

4 ■ + >! M I 1 I I I I I 

3 ¥ + a + ■ n ■ 4 u ■ Ml ■ a m j 

4 ■ ■ n ■ m ■ ii ^ | h ! (■ *i anr 

5 

M P 4 b ^ P ■ T ■ n 


4 ¥ 4 s. P 4 4 


* a ■■ - ¥ 4 i ■ 


■ ¥ 4 I §■ ri 




a 4 ■ 4 i' 


4-4 4 r a i 


¥ 4 *■ ¥ 4 ¥ 


4 ■■ ■■ -a a- ■ -r 


ZZAP! TOP 30 , PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB 


ZZAP! 64 May 1986 53 



TAKE TO THE TRACK IN STYi 








pycMM^urv: orong mo cove 

t for TRACKER, the strategy warga, 
t/?^r RamfrtrtJ should be publish 
soon. 


A rVWO’° ^S?«r, 


DC r 










Two Chances to win £1,000 
rth of Kart and Karting 


r, courtesy of Rainbird 


WMar* if comes to Competition prizes, 
Bambini doesn't mess around. The 
chans behind Firebird's sister 
software house are offering two 
thousand pounds worth of Karting 
goodies in this competfl ion. 
firienbird's got some pretty me|Or 
plann when it comes to publishing 
software, too. ART STUDIO has wort 
some serious acclaim — voted the 
best Spectrum Ad Utility by CRASH it 
should soon be appearing on other 
machines. And THE MUsIC SYSTEM 
and THE ADVANCED MUSIC 
SYSTEM have really made a hit with 
Amstrad and Commodore owners. 
Anyone interested in making mv&ic r 
at any level, with their computer 
would lie daft not to get hold of 
Rambird's Tuneful Software. 

But these major successes are but 
peanuts, as far as the: Ra i n bi rd crew is 
concerned, They're going for the big 
time in the games market, and intend 
to tackle the tig American software 
publishers at their own game, 
reversing the trend of American 
Imports. And from what we’ve seen 
so far, the re's some pretty impressive 
product due from Rain bird's perch in 
the coming year. 


The first Rainbird adventure game,. 
THE PAWN, d id mo re I han raise a few 
eyebrows when it was unveiled on 
tha Atari ST in Las Vegos— it stunned 
a few folks. Just take a peek at the 
picture taken from the Atari version 
of the g ame by Magnetic Scrolls 
Wow? Eh? More and more text and 
g raph ics advent u res a re prom ised 
soon. 

Strategy fans and Wargamers wrif 
soon thrill to Union Software's 
TRACKER, an artificially intelligent 
game with remote control fighting 
forces; underway on the 
Commodore at the moment Rainbird 
sbou Id be bringing a new bra nd of 3D 
combat to a microcompuiar near you 
quite soon,. . 

Another Atari ST product in the 
pipeline isSTARGUDER, a flight 
simulator w h ich sets you in the 
cockpit Of a well-heavy fighting 
machine. Indulge in arcade action as 
you get involved in Air to Air and Air 
to Ground combat. Argonaut 
Software are very busy with rt at the 
moment, but conversions for other 
machines are planned. 


Karting is arc exciting sport, there's no doubt about that. Over 
2,000 people are involved in the sport in this country arid there 
are stacks of international competitions as well as UK 
champion ships for you to enter. Most people have a Kart racing 
c i rcu it quite close to them — so do n r t wo rry , if you win f an j oy in g 
your prize to the full shouldn't present too much of a problem. 
Soon you, like Rainbird, coufd be on your way to (he top. 
Remember some rather famous names in the motor racing 
world cot their driving teeth on Kart circuits; Senna, Piquet, 
Surer, Cheevar; Patrese, Fahftand the current Formula One 
World Champion, Alain Frost to drop just a handful of names. 


v ■ c 
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So, as you can see, Ra inbird is going 
For the top. Their stated intention is to 
"■bear the rest and become the best". 
Now they're giving two lucky readers 
of Newsfiek* r s fnaga zlnes, CRASH 
ZZAPl arid AMHX? the chance to race 
fDr the top in the Kart world. 

TheBjg Cheese at Rainbrrd Software, 
sooy Ram bird (they called the 
company after him — he didn't 
change his name, so you can tell he's 
a Big Cheese Par Excellence) used to 
be a pretty good Ka rt R ac er before he 
got too involved in computer 
software, 

Tony decided! to give a couple of 
Newsfield readers a helping hand up 
[he ladder of Karting success, 
Hainbird, the software house, has 


purchased a couple of £1 *000 
vouchers from; Zip Kart, premier 
suppliers of Karts and Karting 
accessories* If vou win one of these 


vouchers ypuTF be able to get kitted 
out with a complete Kart:, an engine, 
driver's suit, helmet, gloves, boots, a 
k\i bag to keep everyAiing in and a 
paddock stand to keep your shiny 
new Kart on whan you're not racing 
it 

And there's more. Uncle Tony will be 
op hand when you scamper down to 
Zip Kart's Hoddesdon HQ to select 
the gear and he'll help you choose 
and sot up your equipmenl as well as 
introdu ce you to some heFpf u I peopFe 
in [he Karting world. 


So. Whst have you got to do to 
convince Rain bird that you deserve 
to win a super Kart Kit? Design the 
Perfect Ka rt, that's what. Get out your 
pens, pencils, cameras, colouring 
sticks, pastels, ID pens or whatever 
and le( your imagination run riot. 
Technology is not a problem — 
design the Karl and let the next 
generation of engineers worry about 
making it a reality. Money is no object 
— but don't go overboard with 
diamond-studded tyres for extra grip 
or anything, unless your Kart is for Oil 


eitftanaires to play with. Don't forget 
thai real Karts have a maximum 
engine capacity of TOP ec and the 
motor is twcnstroJce. Maybe you 
could bend the rules a bit with the 
Perfect Class of Kart . . . 

Two readers from (he three 
N ewsfield magazines w| II collect a 
prize. 

Entries please, to RAINBIRD 
KAFTT KOMP, PO BOX TO, LUDLOW, 
SHROPSHIRE, SYB 1DB (o arrive by 
20th May this year. Best of luck I 
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Well (I like starting intros with well'), wed, it's been a pretty 
hectic month — fot me anyway. What with the late arrival of 
my Star Gate arcade machine {ego trip) after some consider- 
able delay, and the hassle of moving in to my new flit, and 
forgetting my hairdryer and ha if spray when I went down to 
London to go on Saturday Superstore, and then not actually 
going on Saturday Superstore after all . . . Yep r March has most 
certainty heen hectic Actually, while we're on the subject of 
resetting the 64. 1 must point out that if using the wire thing y 
wotsrt' doesn't work and knackers your computer, then you’ve 
touched the wrong pin and blown a fuse — that's all, nothing 
more, it’s your own fault, and i did say if you were unsure to 
consult the manual or a Reference Guide, so if you got it wrong 
then you couldn't have known what you were doing* 'cos if you 
know what you're doing the Reference Guide (or the manual) 
contains sufficient information to perform the unholy act, So 
there. But not to worry — it isn r t a costly mistake, since ft only 
costs around 30 pee to repair your 64 (not 30 pounds). Yep, 
that's all a new fuse costs — BOpiddly pence. Anyway, don't do 
it again — read this months tips instead . . . 

Ah, yes — I must point out that there are a few POKEs this 
month which involve resetting the 64 first. So I thought I'd 
better- warn you beforehand, just in case you got upset and 
threw a wobbly because you've just fitted a brand spanking 
new fuse, and inconsiderate little old me is telling lash mg) you 
to go and reset your 64, which you'll probably do. and bang 
goes your 64 (again}, so you have to go out and buy another 
fuse. You know — life can be so complicated at times , , . 


ROCK W WRESTLE 
(Melbourne 
House ■ 

A quick tip from someone who 
didn't put their name and 
address on the back of their 
piece of paper. It works fur all 
opponents . . . 

Run to the far right hand 
corner of the ring and turn to 
face your opponent. As soon 
asheapp roach es yo u , kick h im 
in the stomach until hrs energy 
is completely depleated. Then 
move round in front of him and 
providing he's facing you (if 
not, wait until he turns) grab 
him, lift him and execute a pile- 
driver, (fall goes well, jump on 
him and pin him down until 
he r s out tor the count. How- 
ever, you may n eed to try th is a 
couple of times on Lord Toff as 
he's a I ittie better than the rest. 


KORONIS RIFT 
[Activision] 

Lying around somewhere on 
the fifth rift {pause while t 
unknot my tongue} there is a 
rot of nil. Loot it, install the unit 
ained and the tune from Ball- 
fezer plays! 


* 


CAVERNS OF 

SILLAHC 

(Interceptor! 

Load the game as normal, 
reset the 64 and enter some 
POKEs from Derek Fenwick of 
Southwell, Nottingham . , , 
POKE 16805,1 89: POKE 16806, 
0:PGKE 16807,234 (RETURN) 
stops sprite collision detect- 
ion, while . . . 

POKE 1631 1,169: POKE 16312, 
0:POKE 16813,234 (RETURN} 

stops ! data J collisions. Enter 
SYS 5000 (RETURN) to start 
the game at the demo mode, 


MOON BUGGY 
(AnlrogJ 

Derek also supplied some 
POKEs for this ageing Moon 
Patrof variant Load Moon 
Buggy , reset the computer 
and type in the following . , . 
POKE 22535 r 169:POKE 22536, 
0:POKE 22537.234 {RETURN) 
to stop sprite collision detec- 
tion, or . . . 

POKE 22535,1 69: POKE 22536, 
252'POKE 22537,234 

(RETURN) so that one shot 
kills everything on screen. 
SYS 5120 (RETURN) starts the 
game. 


If you’re getting really narked 
'cos you can't got past the 
guardian on the third level, or 
you just don't like the look of 
certain sprites, try these 
POKEs from John Rarrell of 
Long Eaton, Nottingham , . , 
Load the game as normal 
and reset the 64, enabling you 
to enter the following . . « 

for X-7424 TO 8960; POKE 
X r G: NEXT (RETURN) 

... to remove all nasties. Or 
how about POKEs to remove 
specific nasties? OK. simply 
use any of the following 
values in place of the above 
pair. For example, if you type 
in FOR X-8000 TO 8127:POKE 
X,0:NEXT (RETURN) then it's 
goodbye to the giant on the 
third floor. 

7424 TO 7487 removes the 
purple men and the guy with 
the stick. 

7488 TO 7551 removes the 
knives thrown by the knife 
thrower. 


7562 TO 7615 makes the man 
with the boomerang walk past 
on level two. 

7616 TO 7619 gets rid of the 

hunchback on level four and 
the man at the end of level 
five. 

7744 TO 7807 removes the 
hunchback on level four. 

7808 TO 7999 gets rid of the 
little men and the girt to be 
r +’; u ed 

8000 TO 8063 removes the 
giant on the third floor. 

8064 TO 8127 gets rid of the 
bloke with the boomerang. 
8128 TO 8319 removes all 
dragons and exploding balls. 
8320 TO 8383 gets rid of the 
snakes on level two. 

8384 TO 8960 removes the 
bees on level four. 

Type SYS 32768 (RETURN! to 
start the game. 

Oh, yes — nearly forgot. Face 
left On the first level and press 
SHIFT and G together to gain , 
. , A handgun! Honest! Hold 
down SHIFT, and continually 
tap G for rapid lira. Very useful 
for disposing of nasty persons 
brandishing blades and sticks, 
but only on the first level. 


SKYJET 

(Mastertronic) 

Well, lawks ala wdy I Bless my 
soul! What do we have here 
but POKES fur one of Master- 
ironic's bettor budget titles, 
courtesy of Stephen Kay from 
Staly bridge irt Cheshire. 

Load the game as normal, 
and reset the computer (apol- 
ogies to those of you who 
abhor this form of violence) to 
enter these POKEs . . . 

POKE 27792,number of lives 
( 1 -255) (RETURN) 

Or even . „ , 

POKE 27016,234 (RETURN) 
POKE 27017,234 (RETURN) 
POKE 27018,234 (RETURN) 

, , . for infinite lives. Then 
again, you could . . . 

POKE 271 63,96 {RETURN) 

. , + to get rid of the flashing 
screen sequence when you 
die. Anyway, be sure to type in 
SYS 29350 [RETURN) to start 
the game. 


AUTOMAN 1A 
(MIkrogenJ 

Dig out your copy of Auto- 
mania, blow off the dust and 
stick the cassette in the tape 
deck. Ensure that ft's rewound 


and! 


M 


in LOAD 


trtt 


1,1 


I * i 


(RETURN). Press play on tape 
and wait for the first part of 
the game to load. Now enter 
these POKEs from Mark Field- 
ing of Devizes, Wiltshire . . . 
POKE 2212,194 (RETURN) 
POKE 2213,8 (RETURN) 

POKE 2243,236 (RETURN) 
POKE 2244,141 (RETURN) 
POKE 2245,137 (RETURN! 
POKE 2246,87 (RETURN) 

POKE 2247,76 (RETURN) 

POKE 2248,241 (RETURN) 
POKE 2249,9 (RETURN) 

... and type RUN (RETURN) to 
load the rest of the game. 
Once it has loaded and run, 
you wilt have infinite Wallies 
at your disposal) 


RAMBO [Ocean] 

You wouldn't believe how 
many tetters I've received with 
tips for the third section of this 

there's a 


lame, A| 

ig which can help you get 
snd. Wi 



gai 

BSl 

through to the end. wow. 
Here's the three most popular 
variations on the theme . . . 

When the message 'YOUR 
PRESENCE HAS BEEN 
RELAYED TO ENEMY HO — A 
GUNS HIP IS NOW ON 
COURSE AND IN PURSUIT' is 
printed up cm screen, try any 
one of the following : 

1 ) Select ROCKET LAUNCHER, 


press RETURN and push for- 
ward on the joystick. 

2) Plug a second joystick into 
port % and push it f onward 
while pulling back on the 
other joystick 

3) Press the left hand SHIFT 
key in conjunction with the 
cursor up /down key, and push 
the joystick forward. 

Your chopper should now 
shoot up the screen twice as 
fast, making it easier to avoid 
the enemy gunship. Great! 
But could I get any of the 
above to work? Nope, not a 
sausage. Oh welt, see how you 
get on . . . 


56 ZZAP! 64 May 1986 





i JET SET WILLY 
(Software 
Projects) 

Get your JSW cassette, stick It 
in the tape deck and rewind it. 
Then, when you're feeling up 
to it, type in the following 
listing: 

I SYS 63276: PRINT CHR$( 1471 
10 POKE 783,1: POKE 830.34: 
POKE 832 ,40: SYS 62828: 
POKE 53265, PEEK 153265) 

AND 238 

II FOR 1=0 TO 12:READ X; 
POKE 1280+1, X: NEXT 

12 POKE 8941,0:POKE 8942,5: 
POKE 0945,76: POKE 3946,0: 

j POKE 0947,5 

13 POKE 8950,76: POKE 8951, 
0:PQKE 8952,5:POKE 8953,76; 
POKE 8954,0:POKE 8955,5 

27 FOR K=679 TO 779 : POKE 
K.PEEK (3192 + K) 

23 A= A f 1 :IF A=99 THEN 30 
! 29 NEXT 

30 POKE 778, PEEK (8192+99): 
POKE 779.PEEK (8192 + 100); 
STOP 

1 00 DATA 1 69, 27, 141, 1 7, 20B. 
169 

It 0 DATA 85, 141, 98, 242. 76, 
160, 15 

Done t hat? G o od . N o w check 
through it for errors. OK? 
Great Type in RUN (RETURN) 
and press play on tape to load 
and run JSW. The POKEs fix 
the wine Cellar bug, and were 
supplied by Jan Fraser of 
Rui$l ip, Middlesex. Ta, Ian — 
but have you any POKEs for 
Infinite lives? 


GRAHAM 
GOOCH'S TEST 
CRICKET 
(Audiogenic) 

Bruce Godlr ey from Brisbane, 
Queensland, Australia suppli- 
wA this short, but useful tip . , . 

Just thought l r d tell you about 
a little cheat I found in Graham 
Goc h 's T est C r icket „ The tr i ch is 
to always bowl at maximum 
strength down the leg side. By 
continually doing this you wifi 
eventually get the Australian 
team out for 0 (sob sob). If only 
! could reverse the situation — 
Jjwt sick of England winning. 
P5 This tip works at any level 
of the game/ 

Gee, thanks Bruce. 


KANE 

(Mastertronlc) 

When on the horse jumping 
screens, hold down Fl to con- 
tinually increase your score by 
2 points, Naughty, but nice. 






CHIMERA (Firebird) 

Here's the map and complete solution from Michael Acer of 
Middleton, Manchester . . 

MISSILE 1 

Get the spanner from E2 and eliminate the force field in B2, C3, 
G4 and B0. Get the nut from CO to form a warhead, and take it to 
the blue room F4, 

MISSILE 2 

Get the bread from H5 and eliminate the toaster in G7and G3 
Replenish food and water with the bread and the cup to gain 
access to the key in H3. Unlock the door in CO and A4, and 
eliminate Pandora s box in DB, E5 and A6, Unlock the door in F7, 
and eliminate Pandora s box in F6. Put the key in the padlock in 
G6 to form a warhead, and take it to the blue room G5. 

MISSILE 3 

Get the torch from A5 and go to the dark room G2. Press the fire 
button to form a warhead, and lake it to the blue room 05. 

MISSILE 4 

Get the pyramid from 61 , and eliminate the hourglass in Cfi. Get 
the object in C5 to form the Iasi warhead, and take it to the blue 
room B7, 

To complete the game, go to the green room A3 — but hurry! 
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TIPS 




LITTLE COMPUTER 
PEOPLE DISCOV- 
ERY KIT f Activ- 
ision | 

Getting tired of your Pet 
Person? Fancy a change? Well, 
all you ungrateful persons 
who own a house on a DISK, 
can thank Nick Clarkson of 
Chichester in West Sussex 
who supplied this short listing 

10A=RND( Tl) 

20 PRINT "SEARCHING FOR A 
NEW PET PERSON" 

30 OPEN 15,8, 15, "10" 

40 OPEN 2,8,2, St*' 

50 PRINT*15,"B-P:'2;0;0 
60 FOR 1=0 TO 255: PRINT 
*2.CHR$(PEEK(2560+I)); 

NEXT 

70 PRINT*15,"U2: '2;0;1;4 
30 PRINT# 15,"8-P:"2;0;Q: 
PRINTS 15,"U1:"2:0;18;17: 
PRlNT*tl5,‘'B-P:"2;0;0 
90 FOR 1 = 1 T0 8:PR1NT 
#2 ,CH R$(48 t- 1 NT( RND(1 ) * 
15));:NEXT 

100PRiNTiH5 J ' J U2: r, 2;0;18;l7 
110 CLOSE 2:CLOSE 15 
120 PRINT "YOUR OLD PET 
PERSON HAS BEEN EVICTED" 
130 PRINT 'THE HOUSE IS 
NOW FREE FOR A NEW 
LODGER" 

Make sure that what you've 
typed in is error free before 
inserting your house on a disk 
into the disk drive and typing 
RUN (RETURN). Wait until you 
are told that your Pet Person 
has been evicted, then turn 
your 64 off and on, and boot up 
your LCP disk as normal. Et 
voilal 


ONE MAN AND 
HIS DROID 
(Mastertronic) 

Now what tips section could 
possibly be deemed complete 
without some POKES from 
Gary Saunders of Colchester, 
Essex. Eh? Well, l can't think of 
one, so out of the kindness of 
Gary s heart, here are some 
POKEs for infinite time, fie- 
windthetapfitothe beginning 
and enter , . . 

POKE 43,200:LOAD (RETURN) 
Press play on tape, and when a 
SYNTAX ERROR occurs type 
in the following: 

POKE 43.1 (RETURN! 

70 POKE 492 1 2,243:POKE 
4921 3,252 :SY5 4SM 52 
(RETURN) 

Now type RUN iRETUR N I to 
load the game When the 64 
resets, type in this line: 

FOR a = 22392 TO 22461 : POKE 
A.234: NEXT (RETURN) 

To start the game, type SYS 

19682 (RETURN) 


WHO DARES WINS 
II (AIJigata) 

Rewind the cassette to the 
beginning and type in this 
short listing . 

10 PRINT CHRS1 147) 

20 FOR A-272 TO306;READ 
B:POKE A.QiNEXTA 

40 DATA 238, 32, 208, 169. 1, 
170,168 

50 DATA 32, 186, 255,169, 0, 
133, 183 

60 DATA 32, Z 1 3, 255, 169, 76, 
141,209 

70 DATA 3, 169,102, 141, 210, 
3,169 

80 DATA 254, 141,210,3,76. 
174.2 

Make sure there are no errors, 
and it everything looks okey 
doke type RUN (RETURN i, 
ress play on tape and wait for 




When the READY prompt 
appears you can typfi in 
POKEs 

POKE 594 1,1 69: POKE 5942.0: 
POKE 5943,234 IRE TURN) to 

become impervious to bullets, 

or , . . 

POKE 6694,169:POKE 6696,0: 
POKE 6696,234 (RETURN) to 

be able to walk over water, 
quicksand and trenches! 
Typing SYS 16334 (RETURN) 
starts the game 


robin of the 

WOOD (Odin) 

How about lots of loverly lives 
lor the wasting? Yeah? OK, 
type LOAD {RETURN), press 
play oft tape,, and wait for the 
first part of the game to load 
What's that? Yes, it does help 
if you put the flobin of the 
Wood tape in the tape deck 
first. Great. Now enter these 
POKES sent in by Superman (?) 
from the Essex Cracking Ser- 
vice (something to do with 

pScElb07,167 (RETURN) 

POKE 1008,2 (RETURN) 

POKE 679,169 (RETURN) 

POKE 680,251 (RETURN) 

POKE 681,141 (RETURN) 

POKE 682,220 (RETURN ) 

POKE 683,8 (RETURN) 

POKE 684,169 (RETURN) 

POKE 685,252 (RETURN) 

POKE 686,141 (RETURN) 

POKE 687,221 (RETURN) 

POKE 688,8 (RETURN) 

POKE 639,32 (RETURN) 

POKE 690,128 (RETURN) 

POKE 691,8 (RETURN) 

POKE 692,96 (RETURN) 

, , , and type RUN (RETURN ) to 
load the rest of the game. 
Once the computer has reset 
you can, type in some more 
TOKEs, such as . , , 

POKE 36391, number of lives 
(1-255) (RETURN) 
or: 

POKE 40857,234 (RETURN) 
POKE 40853,234 (RETURN) 
for infinite lives, SYS 16384 
(RETURN) starts the game. 



GUARDIAN 

(AJIigata) 

Gary also had thegood sense 
to send in some POKEs lor 
Steve Evans' classic shoot em 

up h ■ * _ 

Right, rewind your Guardian 
tape to the beginning, then 
type in this listing . . . 

10 X-0: FOR A=0 TO 34: READ 
C:P0KE S2224+A.C 
20 X=X+C:NEXT A 
30 IF X<>4643 THEN PRINT 
"ERROR IN DATA":END 
40 SYS 52227 

50 DATA76, 1 74, 2, 1 69, 1 , 170, 

1 68 32 

60 DATA 186, 255. 169, 0, 133, 
183,32,213 

70 DATA 255, 169, 76, 141 , 209, 
3,169,248 

80 DATA 141, 210, 3, 169. 252, 
141,211,3 
90 DATA 76. 0, 204 

Check through for errors 
before typing RUN (RETURN). 
Press play on tape when 
prompted and wait for Guerd- 
jgnlo load, The 64 will reset, 
allowing you to enter these 
POKEs . . . 

POKE 24756,234 (RETURN) 
POKE 24757,234 (RETURN ) 
POKE 24758,234 (RETURN) 
POKE 24759,96 (RETURN) 

. . .to disable spritefeprite col- 
lisions. Better still you can 

pSkEI 7388,49 (RETURN) 

. , .to make the gome even 
faster! The normal value is 
129, just in case you find 
things a bit too hetic. Enter 
SYS 24765 (RETURN) to start 
the game. 

Oh, yes. Before I forget, here 
are some POKES from Dermot 
Hegarty of Creggan, Derry, N 
Ireland. Enter them after the 
84 resets . . . 

POKE 21 050, 169 (RETURN) 
POKE 21051,0 (RETURN) 
POKE 21052,234 (RETURN ) 
POKE 21053,234 (RETURN) 
POKE 21054,234 (RETURN) 
Don't forget to SYS 24765 


(RETURN) to start the game 


WINTER GAMES 
f US Gold/Epyx) 

In the Figure Skating, keep 
facing left and falling over to 
get a maximum score of 6.0 
when the time is up, 

ZfRinoj 

After loading your copy of Z, 
reset the computer and enter 
some of Superman's POKEs . . 

POKE 2440,number of lives (1- 

255) (RETURN) 

Of: 

poke 61 39,234 (RETURN) 
POKE 6140,234 (RETURN) 
POKE 6141 ,234 (RETURN) 

, fer infinite lives SYS 2304 
(RETURN) to start. 
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MERCENARY 

(Novagen) 

Since its release, Mercenary 
has stirred up a great deal of 
interest and as a result the tips 
have been coming in thick and 
fast* So, wfth the help of SD 
Davies of Anffeld, Liverpool, 
Christopher Hester of Stock- 
port, Cheshire, Km non Pater 
son of Marion, Middles- 
brough, and Tim Mason ot 
Hallow, Worcester, here's a 
selection of cool hints along 
wfth a couple of cheats' * . * 

A few people have written in 
with methods of 'rearranging' 
objects, and ail say roughly the 
same thing . * Ry up to the 
Palyar Colony Craft, leave you r 
ship, walk off the edge and 
drop your stuff as you fall. 
Wail, yes, but that isn't actually 
the correct method. Look 
again at the screen shot — the 
objects are actually scattered 
AROUND the Commodore 
sign* Firstly, if objects are 
dropped as you fell they form a 
vertical line, not a horizontal 
ring as in the picture, and sec- 
ondly, the Commodore sign 
i$n a l within She viscmity of the 
Colony Craft. So, the facility to 
arrange objects in such a 
manner as seen in the screen 
shot is yet to be discovered , - - 
Will you be the first 7 

An interesting little cheat - 
Drop all objects and get the 
kitchen sink, You can now pick 
up virtually anything, such as 
skull and cross bones symbols, 
spacecraft, objects already 
sold, and the spider's web, 
which can also be used to open 
any locked doors I Apparently, 
the sink has other uses, in feet 
there are still several unusual 
features to be found in Merce- 
nary — can anyone oblige? 

If you should be unlucky 


enough to fall out of the 
Colony Craft and are in posses- 
sion of the cheese, don’t 
despair — press L to stop you 
falling, drop the cheese and 
board it. You can now fly 
around! 

Bel few it or not, it is possible 
to return to Targ after you've 
escaped! Once the congratu- 
latory message has been 
given, keep pressing D to drop 
all obfects, and then press L to 
leave the ship. Wait for the 
elevation dial to fall to zero 
before pressing CTRL and O 
together, and you will find 
yoTirself back on Targ with a 
new ship! You can now con- 
tinue playing, even though the 
'GAME OVER' message is 
constantly displayed! The 
reason for dropping all objects 
is so that whip you press CTRL 
and G, they aren't scattered 
aboui the landscape, This can 
also be used during the game, 
so you can pick up a new ship 
whenever you want! 

After crashing on the planet 
Targ for the first turns, don i 
touch either joystick or key- 
board to instigate some 
humourous responses from 
Benson. 

If you've destroyed the 
Encounter sign and try to leave 
the planet you will be told The 
author won't let you leave until 
you fix his advert', so either 
donft shoot the sign or repair it 
First with the a nth time bomb. 

It is possible to drop objects 
when using the elevators, so 
that they appear in mid-airi 
However, so me times objects 
can be lost, so take cars 

When attacked by an enemy 
ship, fly backwards at a speed 
of -625 sb that it follows you 
and can then he picked off at 
will. However, if it fires, aceel- 
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erate to avoid the missile. Bet- 
ter still, crash into the ground 
so that when you get shot your 
ship doesn't get blown up, 
only you do! 


There is a ship flying back and 
Forth between locations 00,00 
and 66*15, at an altitude of 500, 
and a speed of 100 , It is in fact 
the Palyar Commander's 
Brother-In-Law's New Ship, as 
revealed on destroying It! 


Doors with a diagonal lino 
from the top left to the bottom 
right are transporter exits only. 
Doors with a line from the lop 
right to the bottom left are 
transporter entrances only, 
and doors marked with a cross 
take you either way 


Here's a list of the various 
objects and their uses . . 

The AM TEN N A makes the 
redid in the Communications 
Room work* 

The ANTI GRAY enables you to 
pick up very heavy objects, 
such as ships. 

The ANTI -TIME BOMS is used 
to reassemble any buildings 
previously destroyed. Just fire 
at the wreckage and It will re- 
build in front of your very 
eyes! 

The PHOTON EMITTER acts as 
a torch. 

The SIGHTS are only useful For 
helping your aim 
The " METAL DETECTOR 
changes the colour of the 
information panel according 
to who owns a particular build- 
ing. RED means that no-one 
owns it, GREEN means it is 
under Palyar occupation and 
BLUE means ft Is owned by 
Mocha noids, By the way, 
all of the Mechan- 


oid buildings results in a 
500,000 credit reward from the 
Palyars .! 

The POWER AMP boosts the 
speed of the Dominion Dari to 
that r* 


be carried permanently to do 
so. 

The NDVADRIVE enables the 
Intergalactic Craft to function. 


Where all the smart Mercenary 
players are dropping their 
things, and for how much . . . 
Drop the CATERING PROVIS- 
IONS in the KITCHEN for 

60.000 credits. 

Drop the GOLD in the 
EXCHEQUER for 100 r GGO 
credits. 

Drop the ESSENTIAL 12933 
SUPPLY (PEPSI} In the 
CONFERENCE ROOM for 
5G r 000 credits. 

Drop the MECHANOID 
LEADER in the Palyar Inter- 
view Room for 250,000 credits. 
BUT, if you want to sell things 
to the Media no ids, be sure 
you haven't sold their leader to 
the Palyars beforehand, since 
they won't be interested. 

Drop the MEDICAL SUPPLIES 
in the INFIRMARY For 40,000 
credits. 

Drop the DATABANK in the 
CONTROL ROOM for 100,000 
credits 

Drop the WINCHESTER in the 
M E CH AN OID LAB ORATORY 
for 250,000 credits. 

Drop the NEUTRON FUEL in 
the MECHANOID ENGINE 
ROOM for 250,000 credits. 

Drop the ENERGY CRYSTAL in 
the MECHANOID POWER 
'ROOM for 100,000 credits. 

Drop the USEFUL ARMA- 
MENT in the MECHANOID 
ARMOURY for 120,000 credits.. 
Drop the LARGE BOX in the 
MECHANOID STORES for 

80.000 credits. 


If you shoot NOVABILL you are 
given the message 'WELL 
DONE', but has he any other 
function? What about the 
PYRAMID at location 75,39? Or 
the COFFIN? How about the 
STRANGE SPACESHIP at loc- 
ation 34,11? Does anyone 
know if these objects can be 
used for anything* 


iwo ways of escaping from 
Targ (condensed)... 

The first method is to rent a 
spaceship from Hertz, and the 
second , . . Go to the hangar at 
location 81,35, armed with lots 
of keys (or the spider's web) 
and the photon emitter. There 
are two transporter doors here 
— go through the left hand one 
to appear at location 03,15. 
Wander around until you find a 
door with a skull and cross- 
bones on it (yes, go on, take 
the sign if you've gat the kit- 
chen sink). Behind this door (it 
is safe to enter, providing 
you've got the photon emitted 
there Is’ the interstellar Ship, 
which can be used in conjunc- 
tion with the Novadrlve to 
leave the planet. You will also 
need the Pass (a square with a 
P on ft) to leave the hangar. 
This can be found in a room 
adjacent to the hangar. But 
what's the third method? 
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i. ■ ■ i 'V:* 


Craft Type 

Location 

Top Land Speed 

TOP AIR SPEED 

Dominion Dart 

08,08 

1650 

4950 j 

Dominion Dart (with Poweramp) 


3300 

9900 

Palyar Diamond 

03,00 

1650 

1650 

ll Jet 


825 

7400 

Cheese 

11,13 

3300 

9900 

Land Dart 

09,05 

3837 

— 

Car 

12,13 

825 

— ■ 

Interga lactic Craft 

03.15 


Escape Velocity 

i s f . . 





Hangar Colour 

Location 

Blue 

03,00 

Yellow 

03,15 (pass required} 

B rown 

09,05 

Red 

09,06 

Orange 

11,13 

Yellow 

81,35 (outside city} 

I Grey 

**,** (outside city} 
















BACK NUMBERS 

Don't miss out on earlier issues! 


We keep a limited stock of back numbers to ensure your collection is complete, 
after ail, we wouldn't want any gaps in those ZZAP! binders, 


NOW S YOUR CHANCE! 


No 7 November 1936 
No & December 1906 


No 1 May 1986 
No Z Ju M l$86 
No 3 July 1385 


♦ OUT OF STOCK 

♦ OUT OF STOCK 


♦ Parsdrokl Gold Medal 4 Little Computer People 

♦ ZidipstifKl 4 Pull out poster * Mj&sterblitsier |l 

♦ Zoids/Elektraglidt prelaws t Kiddie games 

♦ Electrosound Gold Medal t David Crene lnl 4 Ni$w 


No 9 -Christmas Epeoal 


j ♦ Dropjone 4 Entombed map 4 Ai rwolf map 


N04A U fluit 1985 
No 5 September 1985 


NtoGOt tobei 1985 


ip 4 Ai rwolf map 4 Arcade bonanza 
| Paradfoid diary I ♦ Che»yCli^» 

♦ l ourth pJotoeol/EitpSoding Fist/Be*tti Head ||/ 4 Shidftwfire 
| map# Denton Designs * Paradroid diary II 

♦ Gam>« l[?Franlue^£kyfDK 4 64 Surgeries * Paradroid 
diary Ili | Terminal Mart starts 4 Spy vSpy ll/Mercenary previews 

♦ Hying High — simulation* 

♦ Pet Person 4 Wizard ly/NeKtis previews # E lecira n ic Pencil Co * 
Zlipstick! 4 Paradroid diary IV 4 Flying High II 


No TO February 1986 


4 Andrew Braybrook 4 Ardw Mnlfin 4 Winter 
Strikes Back 4 Rock Toad's Annual Roundup 4 Inside 
ZZAPr Towers 4 Readers' Awards 4 ZOOQAD Speak 
4 Oliver Frey s «n 4 UndefWurktoMap 
• Tony Crowlher 4 Martin Galway's musk 
4 Comounel Art Gallery 4 LucasHbn Interview I 


Noll 1986 


4 Eidolon and Bwjfid«r Gold Medals 4 Oompunet Art 
Gallery 4 Fight Nigbt 4 DtutExMichina 4 Revs 
4 Tbrty Cro wider and Martin Galway Interviewed 
4 UndftiyviirMd Map Part II 


Well (I like starting ciutros with J weUX well, lhat r £ aJI I've got time 
for this month- Tune in next month for more of the same — the 
hottest hints, the coolest POKEs, the sweatiest armpits. Don't 
forget to keep them tips 1 n r thing s com in ' in, but no £ A Es — p lease l 
Send your stuff to ZZAP) TIPS, ZZAP t MAGAZINE, TO BOX f 0, 
LUDLOW, SHROPSHIRE, SYS 1D£3, and remember to include 
ZZAP? MAGAZINE in the address, ’cos the Post Sorting Persons 
throw a Fit if you forget- In fact, Pat ' n A Doreen recently threatened 
that they wouldn't open any more mail because some prune didn't 
state ZZAP! MAGAZINE on th# envelope They wrote ZZAP I TIPS at 
the top, but did they put ZZAP! MAGAZINE? No — they went 
straight into the PO BOX 1<T hit, and caused total chaos in the Mall 
Order Post Sorting Department. Poor old Pat didn't know which 
way to turn, and Doreen was well annoyed I can tell you, So + 
whoever it was PONT DO IT AGAIN ! — slap. 


l would like to order ZZAP! 64 Back Number(s) 

Please tick ifie correct ben □ 7 \~ 1 SQB □ 10 □ 1 1 □ 


Name , ... 

i, i 


BACK NUMBERS SPECIAL OFFERS 

A Any three or Four issues orde red at the same time — 4 Op off total 
I Frv&or more issues ordered at the sametime — 20poff each item 




PRICES 

•ALL BACK ISSUES NOW £120 including P&P, 
ENVELOPE, STAMP, and loving care from Auntie 
Fran, Famous Back Issue Personage 
•Overseas orders: £2,00 per magazine 
(they cost a fortune to send) 

•Special Offer discounts still apply, so get in quick ! 


Please make ehequ«/pO*ti I Order* piyibl« to ZZAP ft h beat to avoid 
sending sash payment*. Please do not eoctese Stay Order with mall to the 
edn Oriel side of the magazine as Ibis may result in delays. Send your orders ic 
the address hfllow: 


Number of issues ordered 

Less discount if applicable 
Total cost £ 

I enclose a Cheque or Postal Order (or the TOTAL 


BACK NUMBERS, 

BOX lO, LUDLOW, 


MAGAZINE, 














This is the easiest way of buying your Games and Utilities 





Retailers don't always have everything In stock 
you might want, but If Its within our power to get 
It for you, then we will, ANY of the software 
reviewed In this OR ANY Issue of ZZAPI can be 
ordered by using the form below. 

But to avoid disappointment, please ring first to 
check availability of unusual Items 1 

ZZAPI Mall Order Is backed by the resources of 
Newsffeld Ltd, publishers of this magazine, 
CRASH and AMT IX, which has been supplying 
more than 150,000 computer users with software 
for over 2 years, so you can be sure of the very best 

In service. 

There Is no mall order cata logue I n vol ved, just use 
the prices quoted In the reviews In ZZAPI or the 
know retail price. Should you have any queries on 
prices. Just ring the number shown on the form 
and our staff will advise you. 


DISCOUNTS GALORE! 

Anyone may take advantage of the discount 
Coupons on the form — £1 off orders worth more 
than £20, and 50p off orders worth more than £ 1 0. 
Additionally, 2ZAPI Subscribers are 
automatically entitled to further discounts on 
every Item ordered. We make no charges for post 
and packing (within the UK) 

Nothing could be simpler — All In the form today 
and order whatever you like. 




Order 


What 


You Want 


from the 


Largest Range 


of Software 
You 

Could Ever 
Wish For! 



Nanw 

Subscriber No 
(if applicant) 

Address 


Postcode . . . , > 


i t i v r 


SPECIAL DISCOUNTS 


£1 

50R 


OFF ANY ORDER WORTH 
MORE THAN £20 


Qfl ANT ORDER WORTH 
MORE THAN £ id 


Sorry - only ONE voucher per Order t 


ZZAPi MAIL ORDER FORM 

Telephone Ludlow |058*| 5620 

Please send me the following items: BLOCK CAPITALS pteasef 

Please note : some software reviewed may not be avai-labte until its release 
date. If you are in any doubt about availability, please ring tfm We 
cannot be held responsible for delays resulting from Fate or non-release of 
tides when reviewed or previewed before their official release dates were 
known. 


Title 


software House 


Bisk/Cat& 


Afl prices. are As quoted under n evtftv hfrainds 
qr known JTUI prices and include VAT. ZZApi 
makes no few post and packing inside the 
UK. Cuattmers in CwiEmwiLtf FTurope should 
add the «|u [valent Of ?0p per item anriweq. 
&jl3ide Europe, please write first sa that w* 
may advise or postage races 


FVas* make cfwtyjes o f 
DOSfJl orders payable Do 
NEWSFlELD LTD, R^Sr 
do not send any coinage. 


Amount 


Sub Total: E 
Less Discount ; E I 

Total enclosed: £ 


Pie; 


ZZAPI MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB 

do NOT enclose this ronn/paymtirt wHh any other correspondence to ZZAP I MagMflne editor I a t , 

delay processing your order and may result In loss. 


It will only 







NOW PLAYING ON COMMODORE 64/128 








The ctosest thing you'll find to actually living 
in a fantasy novel. 

observer magazine 

There's so much one could say about this game, 
but it all boils down to one Ihing go ou!. buy it. load 
it up, and spend hours, days, weeks, perhaps even 
months playing il. 

PERSONAL COMPUTER GAMES 


Doom dark's Revenge has not only matched the 
depth and appeal of Midnight, it has actually 
improved it. 

PERSONAL COMPUTER WOl 


l r l Itl 1 






4x_ 


3CI 




% 






KK 


Doomdarks Revenge is more than adventure mightier than a wnrgame 6144 iocaliarvs, 4&.D00screer views. 52$ characters and 125 ob;ects to colled 
There ore icelords- barbarians. dwarves ley arid giant 10 meet Biller weather conditions and wefcontfnB torches to guide you through caverns 

Irsagame lot cr.e crmore players whose ski!! alone will determine victory or defeat 

Doomdarks Revenge is available new Emm software dealers everywhere In case ol dstllculty write to Beyond. Briiisfi Telecom, A'eilir.gtan House, 

Upper SI Martns j-ane. LONDON WC2H ?DL 













V -TS 






A complete monthly guide by the infamous White Wizard 

for all 64 owners who prefer games involving typed commands 
rather than wiggled joysticks. 


and then sally forth with a few 
friends to either plunder and 
pillage, or else uphold all the 
principles of law and order. Ultima 
/V ts subtitled The Quest of the 
Avatar, and although (he graphic* 
aren't exactly stunning, (hey do 
(he job, combining with a wide 
number of playing options and a 
whopping great map to give all 
D&Ders a run for thetr money. 

Nice touches about the game 
include the music, suitably pre- 
Kenatssance, and in particular (he 
manner in which you choose your 
character. Normally this involves 
a rather mundane choice helween 
various different attributes, hui 
Lord British has excelled himself 
in this game by having you allend 
a lair where you are given a Taint 


reading by a mystical lady. Your 
choice of cards and the manner in 
which you answer her questions 
dele mii nes you r cha racteris( ics 
for the game. 

At inis point. I'll lei my hon- 
ourable demi- Wizard Tony Tread- 
well take over the story , , , 

She ^ame comes in a very nice 
box which is filled to the brim wish 
books, disks, reference cards, 
more books, and a lovely doth 
map, which Feels and looks similar 
lo a lavish dish-cloth! 

The program itself takes up four 
disk sides, one for the introduc- 
tion, which is very pretty indeed, 
one for the world of Britfama, 
another for the Towns, Cities. 
Castles, and Villages, and the las( 
for the massive underground net- 




Howdy-do there,, all you Whizzard fans. This mom 1 
ol" Whitey ha s dredged t he very depths of Hell to 
bring you a review of Lucifer's Realm from All-tJ 
American Adventures; struggled with Mission 
Asteroid, and gone on his own private Odyssey * So, if 
you want to catch up with all that's new this month 
I on the adventure scene, read on for reviews# news, J 
and tips from the man with the wand and the off- 

white beard 

V' w"* 


ULTIMA IV 




L . L 


3 


> 




Import Only 


e ve already seen 
Ultima I! in these 
hallowed col- 
umns. Now it’s 


time to gloss over 
a lew thousand 
years of software 
development 
and take a gan 
, thanks to Tony 
of Trollhound fame who 
has kindly sent me his recently 
imported copy, 

tin form oately. Ultima JV isn't 


available here ye[ r unless you' re 
prepared to pay nearly llfty po- 
unds for an imported copy. How- 
ever, these games usually make it 
over here sooner or Laler and Mien 
you should expect to pay about 
£20 for it. 

These games are In the D&D 
format, which is to say that you 
choose a character for yourself 






— 




JTVX 
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In tke v«t l*v ItloM van i«t Ait «rn«r 

to *ie * fiif . It *«««& tK*t **»■ 

Co ”* tK«t m*v ctr I i«r andi noticed 

*s Mi util tkis autr. urn* 
tarrw voa io*in tower 4 tk* iitt.l 


work of caves, and 

dungeons. 

Trie layout is very similar to 
Ultima Hi. with the main pari of 
the screen taken up with the view, 
two smaller boxes for character 
status, and one Tor action 
messages* 

On your travels you can enter 
dwellings and transact with ihe 
different people {all with different 
names |i_ Each town or city Inc- 
ludes different types of relLgLoi i>. 
race; and so on, and your first task 
is to build up a party of up to eight 
characters* ranging’ from Paladins 
to Tinkers and wizards. To do this 


you navel the lands, entering 
cities and talking to folk, asking 
them to join you, 

The game shows some interest- 
ing features. For instance, if you 
run around from town to town 
stealing (he royal treasures, you 
become very dishonest. The pro- 
gramme recognises this and some 
characters refuse to join you. 
Other traits arc similarly signifi- 
cant — there's a character called 
Geoffrey* for example, who won't 
even consider joining you if you 
retreat from battle every time you 
encounter an enemy 1 
A book of spells with no less 


than 70 pages is at your side. 


telling you which magical herbs 
create which spells when mixed 


together. Over 30 different spells 
can be mixed, and all but tw r o of 


the herbs can he bought at any 

rn 


magical shop. The other two you 
have to search around for — very 
necessary, since they're vital for 
success. 

There's also, of course* a com- 
prehensive guide 10 playing the 
game- with a short history of the 
land, different characters, and 
(heir skills. You're also given 
plenty of information about the 
monsters you should be watching 


out for! 

Ultima iV Is a great challenge 
and will take many months to 
complete. For this reason I would 
recommend the game to avid ad- 
venturers, even at the imported 
price of £49. Others will 
just have to wait for this excellent 
title to be imported at a (hope- 
fully) lower price/ 


Atmosphere 93% 
Interaction 89% 
Lasting Interest 94% 
Value for Money 68% 
Overall 90% 


MISSION ASTEROID 


US Gold, £14. 95 disk only 



his US Gold offe- 
ring looks rather 
similar in layout 



simitar m Layout 
fl to Ulysses, which 
we've already 
seen in this col- 
umn and which 
the Wi :z did not, 
frankly, get 
much satisfaction from. Sierra On- 
Line seem to have a hand in dull 
graphics and small vocabularies, 
and I r m afraid Atfrreid falls 

very much Into this category. 


Hey Presto, this version crashed 
after a couple of minutes. The 
malfunction took the form of 
retaining ihe graphics and all the 
input routines, but simply corrup- 


ting the text Pspi. 
couldn't read anyinii 
That said^ is the fact ihat I still 
managed to move ground a com- 
pliment, an insult to the game's 
complexity, or of no significance? 
1 can certainly tell you that the 
vocabulary is rather small and the 
pictures are rather dull Apart 
from the basic storyline, however; 
I must remain silent. All 1 can tell 
you is that you must prevent an 
asteroid from blasting into Earth 


display 
Ling, 


so that I 


with catastrophic effects by shoot- 
ing off in your space craft and 
zapping it with whatever you can 
fina that will do the trick. 

As plots go, it sounds quite good. 


Unfortunately as the text goes, it 

Hi 

me yet anomer copy, and In the 


went. Perhaps US Gold will send 


ap? 

nn 


mean lime if you think you can 
handle lade -lustre graphics, a 


small vocabulary, and good ol r 
American two- word input, then 
give it a crack.. 



However*. I can't be too rude 
about It because I couldn't play 
much of it. I'd already failed to 
load one copy of this game, and 
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CLIMB INTO 

THE EIDOLON 


, Get you r own Eidolon T -Shi rt or Sweatshi rt I Cool fa lack 
, cotton with the ZZAP! 64 logo on the front and a large,, four 
colour Eidolon motif on the back 

T-Shirts £5 (ind.) 

Sweatshirts £10 find.) 

Send off now — don't forget to state your size. 


LUCIFER'S REALM 


VS Gold, £14.95 disk only 


ACTIVI SION] 


HOME COMPUTER SOFTWARE 


ere's another of 
those American 
games that pro- 
mise great things 
by: a) coming 

from the same 
country as Info- 
corn and b) com- 
ing on diik. I 
guess this is the general thinking 
behind marketing these sort of 
;aixies in the UK at inflated prices, 
>ut frankly after playing games 
ike Uh'$s& and (even worse) 
Kipper, \ think this general think- 
ing needs a bit of a revision. 

however, the good news ts that 
Ludfet r Realm is actually quite 
novel r though you shouldn't ex- 
pect anything on the stunning side 
except for some of the graphics. 
The plot is hilarious; you find 
yourself in hospital and all of a 
sudden the Doc says to the Nurse 
He's going to die very soon/ Sure 
next moment you're 
g on the Pearly Gates and 


memgh, 
odoni 


kn 

having judgement passed upon 
you... 

[ don't have to tell you (do 17) 
iliat all those vile deeds you swept 
under the carpet are immediately 
tipped into the balance, and you 
find yourself with a one way ticket 
to Down Under — a fiery pit that 
makes an Australian bar just be- 
fore dosing seem like a deserted 
Caribbean beach. All you can hear 
are the screams of lost souls — 
presumably crying out for water 
and Band-Aid — and all you on 
see are flames, flames, and mure 
flames! Try getting oui of THAT 
with only two word input! 

The program kicks off with 
some rather novel digiiiscd pic- 
tures of the programm era, giving 
the whole affair some thing of a 
movie atmosphere. Once you find 
yourself in Hell. you have to stay 
on the hop in a bid to escape from 
the first location, bus after that 
moving around gets fairly easy, 
Once you've cra< ked the first two 
puzzles the full absurdity of the 
plot hits you; Adolf Hitler has got 
together an army and is trying to 
oven hrnw sweet, soft-centred ol' 
Satan. 

Lucifer then offers anyone who 
can present him with conclusive 


proof of Mr Hitler's intentions, a 
safe passage back upstairs to Para- 
dise, and since no-one else seems 
interested It/s up to you to get your 
elbows dirty and your eyebrows 
sanged. 

the display Is rather unusual 
and slightly limiting — the graph- 
ics occupy mosl of the screen 
except for a small text window at 
She bottom of the display that 
shows Ehe computer s last res- 
ponse. Hitting any key dear? the 
graphics and shows you a text- 
screen with details of your inven- 
tory, what you can see, and an 
input line. You enter your (short) 
command, hit RETURN, and the 
graphics flip back on with the 


5 TUP 

;e belt: 


response WSOW, 

Sadly the humour of the plot 
and the excellence of some of the 
graphics do not deter from the 
rather basic nature of the pro- 

f ;ram. T! lc vocabulary is extremely 
united and the inputs allowed are 
similarly restricted. Verb/ noun is 
as far as you can go — and some- 
times you don't even get that fan 
The responses are also short and 
barely to the poini — 'Try some- 
thing else', says the computer in 
response to just about everyth ng 
it either doesn't understand or 
doesn't consider appropriate. Nest 
very helpful 

Tne location descriptions arc 
also extremely short, one- sen- 
tence affairs, but Lhen 1 guess 
you're meant to be looking at the 
graphics, not reading the text. 

Despite these shortcomings, 
however, the Wiz had quite a few 
laughs over this program. If you're 
not being vapourised by Adolph 
Eichmann, you're nattering away 
to John WiJkcs Booth (who assa- 
ssinated Lincoln), or flushing 
yourself down Stygian drains. This 
game isn't anywhere near Info- 
COm standard (or Activision, or 
even Level 9\, but it stays on my 
shelf until I've got than Nazi swine 
up to the shoulders in lava. 

Atmosphere 72% 
Interaction 45% 

Lasting Interest 58% 
Value for money 50% 
Overall 58% 


AMO 


ZZAP! 64 /EIDOLON OFFER 

Please send me . * T-Shirts 

Please send me + . . . > Sweatshirts 
SizeS/M/L 

I enclose 3 cheque/PO for£ ...... payable to Newsfield Ltd 


Nani© .I.. 

Address .......... 


Send your orders to: 

ZZAP! 64/EIDOLON OFFER, PO BOX 10, 
LUDLOW, SHROPSHIRE, SY8 IDS 
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basic structure, The market hai 
pown out of verb/ noun games 
that don't tell you which words 
they can't understand, and restrict 
a player to unly r essentially r 
examining and using objects. 
What we need are more routines 

rtifkial imdii- 


So, there's no shortage of plot 
here, my magical friends. What's 
more, on the way home you are 
confronted by all the usual Home- 
ric horrors, from the lotus eaters (d 
bit of a yawn, really) to Seylla and 
Chary bois (monster and whirl- 
pool respectively )„ The blurb on 
the pai k aging claims that there's 
SOK of text here, which sounds 
good and indeed the location 
descriptions are certainly longer 
and more detailed than previous 
Duckwonh offerings. However. I 
wasn't able to finish the game in 
the time provided so I can't be 
absolutely certain whether the 
aforesaid 80K means 8QK of com- 
pressed text (ie, a lot) or Just 8QK 
of ASCII code (not a lot, by todays 
standards). Knowing Pete Gerr 
ard's programming techniques. \ 
suspect that it may be ASCII — ah 

On the subject of programming 
and game design, the news is both 
good and bad, first the good news 
- there's no doubt that this pro- 
gram is streets ahead Duckworth's 
other efforts- Although tt r s rather 
slow in operation, the text is 
convincing and the presentation 
on screen is neat and Hdy, Unfor- 
tunately there are no graphics, but 
this doesn't matter as much as it 
might because of the strong story 
line. 

However, and here's the bad 
news, ihb adventure is still un- 
acceptably old-fashioned in its 


Duckworth, €9,95 cass 


garnered from 
gence (as in Susped} and better 
coding to speed the whole thing 
up. combined wiih efficient text 
compression to give us not just 
twenty words, but two hundred 
for a location description (if it's a 
text-only game). Come on Gen- 
aids! This subject could have been 
meat for a real humdinger of an 
adventure — Mike s gni the pen- 
manship. so tell Pete to sharpen up 
his programming practices a bit for 
next time. 

Still, is s not a BAD game, this 
one. After I played Mountain Palace 
Adventure I really thought l H d 
never pick up a Duckworth game 


his is the ^ 

changes hands for £9,95 and 
comes in a bulky video cassette 
sized case, with two cassettes and 
minimal instructions on the back 
of the packet 

In fact the minimal instructions 
are a subtle hint about the quality 
of the game, We’Ve become acc- 
ustomed these days to wading 
through pages of blurb on how to 
communicate with die latest 
whizz-bang parsers from Level 9, 
Melbourne House, Jnfocom and 
Others, but Duckworth are still in 
the verb-noun era, so there really 
isn J t much to say, apart from 
telling you to hit me SHIFI7RUM 
STOP keys to load the game, and 
how to SAVE a game. 

The Odyssey is divided into two 

E arts, The story has been adapted 
y Mike Gerrard from the very 
stuff of myth and legend and has 


you taking the role of Odysseus, 
sauntering off into the sunset after 
having a good old sack of Troy^ 
You beetle home Across the foam 
to be united with your faithful 
wife Penelope in far-off Ithaca, 
only to discover that everyone else 
wants to be united with her as 
well, whereupon you must show 
your true colours and send the 
dogs running. 


. .NEWS 

Commodore 


NEWS 

GACH 


TROLLBOUND 


Questlinc 


about, jusi check out these items:- 
text compression (up to 40%) 

- multicolour graphics with 
patterned fills and other tasty 
features 

- merge picture facility 

- space for over 700 nouns, verbs, 
and adverbs 

- full length word recognition 

- complex sentence input 
■ ultra easy to use 

And all that for under 5.00, 
Sounds good, and lean j^sure you 
it is. Let's just hope that the 
delivery date doesn't start slipping 


You may have noticed Amstrad 
owners getting rather full of 
themselves recently. That's 
because they've currently got 
what must rank as the best 
adventure generator of them all 
available for their machine while 
the rest of us have to sit and fume 
until it's converted — and now it 
isl 

Incentive have just announced 
that GAC (Graphic Adventure 
Creator) will be available for the 64 
on the 1st May. Jusl in case you're 
wondering wnat all the luss is 


nMbMtnd??^ ^ t 

Treadwell threw himself into the 
Goblin's Dungeon In despair, but 
then made gcnxi use of the time to 
upgrade the game and send me a 
copy. And I'm delighted to wave 
my wand in his direction and say 
that this new version of the game 
is a vast improvement. 

It's not that the structured! the 

S me has been much changed, but 
c presentation and the pictures. 
Audit's on disk as well now for the 
extremely reasonable price of 
£5.95. This must make it the 
cheapest disk offering around, and 
l reckon it's now even better value 
than previously , Whit's more the 
disk version has some nice added 
features, including an optional fast 
loader and the ability to load the 
title screen and music separately, 
or not at ail if you want to get 
down to the game quicker. 

I shan't repeat the Troglodytic 
details of the plot, but Tony has 


Ultra Colossal Cave 


Bored of the Rings 


Commodore owners have good 
reason to be Bored of Bored ef the 
Rings, since up tit) now it's only 
been available on other machines, 
although extensively written 
about and praised in the computer 
press. Now, however, you can get 
well and truly Bored, when the 
company releases the game on 1st 
April, 

That should be a fitting day to 
put out a program that features 
Fordo, Spam, Pimply, and Murky 
on their journey to Mount Gloom 
via the River Anadin and the 
dangers of Berkwood. A Quilled 
gem that should be well worth the 
effort of prising off the shelves for 
£7.95, 


know the Wiz appears to have a hit 
of a bee in his bonnet about 
spelling and presentation in 
games, but really it is important. If 
I opened an Agatha Christie book 
and read The boddy laie on the 
sow la beside the tayble' I would 
simply put it back on the shelf. The 
for adventures which 


Here it is, the game you've been 
wailing for, 7n# Very Big Caw 
Adventure is about to be released 
by St Brides, who claim it to be 
THE original adventure on which 
ail those Colossal clones were 
really based. The fact is, they say, 
the original game was so 
appallingly stupid that no-one 
dared release it, so now’s your 
chance to check out the truth, 

!wx at long last, the unbelievable 


same 

after all have an abundance of text 
as their only distinguishing mark , 

. . So it's nice to see it properly 
presented. 

Thanks for the new version 
Tony, and 1 hope that others get 
the same enjoyment out of it as I 
did. Order your copy from Mr 
Treadwell at the address in the 
Helpline column. 


secret of the twisty little passages 
Could soon be yours for £7.95, 
And if you think that's going fora 
song, wait until you come across 
the bird! 


added several new graphics that 
really are attractive , . . AND he's 
tidied up his spellynge. Look, I 
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CUn you tonlra] the awesome powers of Ew* 
Mmsl Super Heroes at Ihe same tfcme, and rescue 
Ahcia Mfifiera from the grip □! the evLl Dr Ehffom* 

In the the third of the highly acclaimed Questprobe 
Win wrm*n by Scott Adams the undisputed master of 
Slie art of adventure writing, you have to cant ml both 
The Thing and The Human Torch Ln theii mission, set by 
the chief Exemmcr. to rescue Alicia Masters from 
the evil Terror of Dr Doom 


CBM 64 

OISX El 4.9S 

CASS £5. 95 

AM5TRAD 

DISK £14.95 

CASSl £0 95 

SPECTRUM 48K 


CASS E9.95 

ATARJ 


DISK ONLY £14.95 

BBC /ELECTRON (TEXT ONtf) 

CASS. ONLY £7.95 








Wizard Tips 


Aha me hearties! Here’s this 
mon ill's predqusfeo^rd o f magical 
mystery tips for those hi need. 
Don't forget tipkcriiyoiir 
badbiambers of OK Whhey s 
l“h h[u 37 : c 5 , so that finally yo till end 
up vHih a neat mlkctioii of hhn : i 
an a wide range of adventures. Of 
c:ou rse/yoii and I know .that you 
never have to resort it) - g<isp - hint 
columns tike this one, but you. can 
never be sure, can you? 

J , 1 ‘ .i# ■» .vT^JSB 


Lord of the Rings 




Dim'X wear the ring for Jong 
period^ it saps youc 1 strength, 


DonT tackle iM barge without 
dileqiiaie food supplies 


Mind shadow 

Meat cleavers make chain saws 
obsolete P 

Be charitable to guttersnipes and 
take note of what they say;" 


PQ Sox 10, S ud .low, 
Shropshire, SYS 1DB AH derails 

on a iH^teard please, [f yoii re 

writing requesting help, then 
please be a war.* that I may hot 
alwa y s be able to find room for 
you r request on these pages. The 
best course of action by far Is to get 
in touch with one the adventurers 
list ed below offering help on i h c 
game you're stuck op. The white 
Wizard may be immonak 
ingenious and big-headed, but 
he's only human and cant answer 
every Ice ter he receives. If you 
have a modem, you can contact 
me on PrfsteL My mailbox 
number is 919994854. Telecom 
Gold subscribers can reach me on 
83; J N125L 


Jewels of Babylon 

Simon. Gaunt h Teh 0302 726917 
between 5pm and ^lOpm 
only* - 


Snowqueen 

Make sure you pay Up -service to 
Granny before you go. 


Borrowed Time 

Head for t he chair if you're in 
trouble. 


Club Help Offered 


Keep thegkss at id then Set your 
pursuers down with a bump. 


Ca uses of C h a os 

Wood's in fashion - wear it and go 
down in the world. 

Make sure you're properly dressed 
before you enter the Uinnel- 


Enchanter 

Gondar the dragon and guncho 
Krill. 


The Quest tine Adventure Club 

is still running strongln Oxford. 
Tony Treadwell — the first 
i,?ver to be nominaLed a dcitii- 
Wizard by 01' Whttey ( hark in the 
days of the first ZZAP! issues) — 
will endeavour to help on aU 
matters magical, vegetable, and 
ms neral . Q u esil ine a Iso appear 
Compunet and Mjcnonet, 
you can catch them there if 
have a modem. For free 
membership and a ne_ 
l very djfoimatJVL 1 and pa C*d 


Valbalte, Waxworks. Golden 
Baton, Hulk, Spkkrman, 
Snowball, Arrow of Death Parts L 
and 2, Hobbit, Hitch-hikers Guide 
lo.lhe Galaxy- Terrorniotinos. 
Hanipsfead- Eureka 
Nick Wright, I Eastleigh Drive, 
Mkkleover, Derby, DE3 5 HZ. 


Zork 1,2,3, Enchanter, Sorcerer, 
Siarcross, Suspended, Planet fa 3 E, 
Hitch -hikers Guide to the Galaxy 

Nigel II Green Leafe 

Avenue, Wheatley Hills, 
Doncaster, DN2 5MG Tel, 
Doncaster 61672 between 6 pm 
and fipiti, weekdays only- 


Urban Upstart „ The Hjrinr, 
Subsunk, Circus, Ten Little 
Indians- Perseus and Andromeda, 
Arrow of Deat h Far! I! -U ulk . 
Spidemian, Advert m reland. 
Secret Mission; Sorcerer of 
Clay morgue Castle, Gremlins, 
Lords of Time, Colossal Adventure 
Gavin Berry, 25 Bcauvale 
Road, Hucknall, Nottingham. 
NG 15 6PF Tel (0602) 6351 17 
between 2pm and 5 pm only. 


Eureka 

Andrew FroggatL 195 White 
Swan Road, MtRosklll, 
Auckland 4 , New Zealand, 


Gremlins, Fourth Protocol, 

Hpbtsi t . Empire of Ka rn r 5 novvba 19 , 
Lords of Time. Red Moon, Twin 


Kingdom Valley, Tower of 
Despair, Mindshadow, Tracer 


Sanction, Spklerman, Adventure 
Quest* Lords of Midnight 



Never Ending Story 

Nq glass, no blinks* 

Don't go marching around with 
Arlax 



Red Moon, Lords of Tiiue,. 

Advent u rr Quest, Fourth 
Protocol Lords of Midnight, 
Hobbit, Twin Kingdom Valley; 
Gremlins, Hampstead. rower. of 

impair, Empire of Kam. 
lidermaii 

day Kcswartt, 76 Gird wood 
d, London, SW IS 5QT Tel 
(I IBS 75 1 1 not later than 
9.O0pi 


m* 


Saujay Keswatti, 76 Gird wood 
Road, London, SWI8 5QT. Tel: 
0 1 IBS 75 II before 10,00pm. 



TheB ulk, Spiderman. 
* Return to 


The 
ThcTi 
Eden 

Clyde MelL Villa Yvonne, 36 
Ta'Xbi.ex Terrace, Ta'XbifibCr 
Malta 



QueS 

Heading^. 
(0865) 68637; h 


Adventure, 
Garret' is 

despite iyt\ 
Howeve^ 
amtdicabJe 


tong^f 
e F phonc r so 


letters only pi ease. ttt 
Ail vent urclrne, 52 Micaw 
Way, CheUiwford. Essex,f 
<0245) 44209®. Please nofc 
in emlicTsltJft (plus ncwsl 
costs £1,00. 



Heroes of Ka m . E n ipire of Ka m r 

Gremlins, Hobbit, Terronnolinos 

Kevin Murphy, 11 Munro 
Street, Kirkcaldy, Fife, KV1 
IPX Tel 0592 201384. 


Hacker, Dragonsworld, 
Hampstead, Empire nl 
Heroes of Karn 


m Leech, Tel 606900 




The Hobbit. Tower pf Despair, 
Eureka, Perseus and Andromeda, 
ColossaLtfve. wizard of.Akyr/. 
MuniJ|f manor, fourth Protocol 
Pa: _ 

Wing, 171 Bead lemead, 
irierfteld, Milton Keynes, 
K6 4HV Tel: 0908 661287 


Hobbit, Heroes of Kam, Empire of 
Kara. Gremlin s.Terrormolinos, 
Never Ending Story 

Kevin Murphy, 11 Munro 
Street, Kirkcaldy, Fife, KY 1 
IPX Teh 0592 20)184 


after 6pm and Sundays, 


If there are any other dubs out 
there in the bi& wide world and 
you wish to enrol the White 
Wizard's redgeVi through ihesc 
pajj.es then write in with full 
details and samples' of any 
newsletters, membership cards, 
badges. gold bars, etc. to me. 
Readers will, however, appreciate 
that 1 am u n wilting tt> publicise . 
clubs unless t have ftond evijjffnee 
that my beloved readers, 
to act (rood value from [hens; an< 

harchi 



Heroes of Karn, Voodoo Castle. 
Ten Little Indians, The Lost City, 


Wizard of Akyrz. Quest for the 
Holy Grail, The Hobbit 


Pauli Flanagan, 6 Corry, 

Bell leek. County Fermanagh, N 
Ireland, 


PLEASE NOTE: Respect your 
fellow adventurers. Never phone 
afteT lO.GOpm (earlier if 
specifically mentioned above) and 
ALWAYS enclose a stamped 
addressed envelope if you want a 
reply by post. 


contacting the White Wizard 


l^ninl 

est forMerravid, 
Twin Kingdom 

Dungeon Adventure, Castle df 
Terror, Golden Baton, Perseus*] id 
Andromeda, Witches Cauldron ,• 
Classic Adventure, Arrowof 
Death Fan 1, Pirate Advert ture. 
Ten lit tit .Indians, Ring of Power, 
Aztet Tomb Part 1, Gremlins, 


You can contact the White Wizard 
do ZZAP! 64, or —if you have one 
of these new fengled modem 
i h i n [>s — on Prestel MBX 
9 1 9994854 or BT Gold 
ai;JNL25l, 

theWtz should point oui tSiaihi 1 
Jdbesn’t log onto Prestd as often as 
he used to for fear of incurring 
huge phone bills. However, BT i 
‘ : Gold is still monitored regularly, 
every day. 

Tcf like to take this opportunity 
of l hanking ail those whn've been 
in touch over the last month, and 
i a bring you some snippets from 
M [cronet and the Wizards- On- 
Line Society, viz: David Stevens, 
0279580 1 l r who is designing a 
game wbh his fronds called Riders 
cf the Apocdlyptf - Sountfs hairy, 
David, and I hope we see it on the 
64 A S AP l 

Jonathan Wollf, 044251542, 


who wauls us to start a regular 
MUD section. What do other 
wizards think? Should we devote 
more space to on -tine 
advert tu ring? Now that Level 9 arc 
setting up meirown on-fine game, 
it seems that this branch of the art 
m a v 1 1 r de v doping faster than.) 
had hoptii lei me know your 
vleWl 

Julian Hensey, 

\Vhn is liaviiigpidfe 
— - but which Lstfj 
overcome by.rwjt ______ 

Joh n Macvie, 0292 77141. 

who dtH.-sn'tbdicVe l':m the White 
Wtza ni The Hafrpgs are on Ih d r 
way, Johd t «-«?3tJ.ck ! ! 


a 


Pica ic fhfU 1 1 Si*.! i i Ju- h 

tic ^ 

ia .11 - P .... 

. jrhfHiL j.rfi Wi'i nl Mis 1 1 1 u 

ill Vlli 

jlilNk> 

1 1 JITS U Hi t Jdv i 1 1 1 1 MrL't s. 1 

i YfTU 

re n '*\ l y 

n. 1 1 1 l U , t lirii 1 r> jkkinc oi 

nr til 

E hr i lr ■■ vi 

i iHSljus- lor awim,iru". 
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John Palmer's winning max Headroom entry, beautifully 
drawn and executed! 


M-M-MAX 

HEADROOM COMP 

A 14" portable GBC Colour 
Television is the top prize 
offered by Otiicksilva for the 
person most capable of 
describing what the rest of Max 
Headroom looks like apart from 
his famous head that is). For six 
followership, there are Max 


Headroom goodie bags 
containing a copy of the game, a 
T-shirt, a video of the film '20 
Minutes Into The Future' and a 
copy of the book, 'Max 
Headroom's Guide to Life'. 

We received loads of entries, 
some very imaginative, some 
funny and some unprintable! 
But the decision went with the 
illustrated entry which to some 
extent has hedged its bets a bit, 


This month we have three competitions results for you — the 
Novagen Mercenary com petition has proved quite hard for many 
people, so we are hold <ng it over for another month, just to give you 
all a chance — so get on with it! Of the other three, two have 


stunni 
plenty b 


visual 

room 


and — lucky winners — there's 
justice. So, on with the results. 


► 



ForC64orVIC20 


ONLY Ja# «VV POST FREE fl 

* TOP + TRIGGER FIRE BUTTON ^ 

* AUTO FIRE MODE i EXTRA LONG LEAD ™ 

* STABI Ltam SUCTION PADS ^ 

•NOWFORTHEC16 5 

ffl QQ COMPLETE WITH INTERFACE J. 
Q^LyLviUM POST FREE d 

SEND NOW AVAILABLE FOR IMMEDIATE DELIVERY 


mim 

jomot 


THE ULTIMATE BACKUP PLUS 

CARTRIDGE BNtt AOKMI REPLAY ^ 

WILL STOPTHEACTION OF ANY GAME vKd 

AND MAKE A COMPUTE BACKUP TO PHSC 

* fetion Bi r ■ ska an "Anion £■■:<' cH rha ntfKU program n i**marY POS1 
It dew m imtUr \mt IN gropim wm bund it (Kit m , 

nsmil* ftrbo spaec Thtrttari upa codtc nr iha to elite, httups 

m — t L — - ■ - la L-.l... ■ l -a ii ■ fc ■ ■ -JL . — 

nux. m sskkuss NMirtMi w^maaWf pi n nimvi wmF: 

* WITH BUILT IN FAST LOAD CARTRIDGE 

wired odv Tj 

fas lul 'kliui Rflplfy' banigt ttf M l*w teli fed YKF dMf M 

M ft M* nrrmd iW ireri 


jeviH HEAVILY PROTECTED SOFTWARE] 


OTOI CIVI FOR THE vQ 

Mow win itte Gan^Onm rfgrltf drum lyram jw can pjiu-.e 
nueki quatof^ifn ritythnu uifc ratf Sinn uunk U it 
taturH irt ID ernes tta price. 

B A CwckHE: racardtd drain hA Li. B wn i - kitit 

RWI len- ipm. hi h*L -rp&l l Me fit, HE tfaw Wb 
nuJ fhwn HMidq “ nj( JYTrthfWWS 

* lE itQpfiSfTrt nn tufj^am! irfe * Mote khTe; to hr 

Aft* toil ibw it 00 hr E wwm apta 

* I pfi tr Dgrtfimed i-r r ir i;-l il dtn fan sWl * bawnai (jk 
^Kitv. * iwf ttm0e Lc tse. * Li m euRgut la hi henf a 
frnugfi- IV with ®in™i luffiei TV ted ha ofipl. 

* Gp-ecot ithpih, * Sifter, aid. ■ 

iV» sulc w w sk artwvH. AVAILAfc.t NOW 


SPECIAL OFFER 
AUDIOiTV LEAD 
[WORTH m 


HfflL- 


COLLECTION 


£9.99 ONLY COM DRUM SOFTWARE ONLY, TO WORK 


!*“/?■ CHflS *° WITH TH£ digital SOUND SAMPLER 


DIGITAL SOUND SAMPLING 

NOW FOR YOUR COMMODORE H 

COMPLETE PACKAGE 

£49.99 

POST FREE 

FREE MD>q tTV LEAD 1 1 


The Dale! Sampler now bring* you this 
technology at a sensible price I 

* flue Sanapitf fNnvv yw rn raari wif wind iIk-Ib*! <14 mflimur and igplaf it 
krtmtfy at try pitch, btriewmh, loiwards, ascending scale, taamdifig, -Mil echo, 
reverb, Har-jingL endlesslv boped Blc. Truly profession^ hanhMve mtTirpoi arny. 

* R J 0 tfl P A AJX PXWPOX 

* Lint v M sc *pA lini tuumi a^d Mback »mrci 
A (nmppehBnyft so^ware p^oung inuudmg: 

* A hyp Eftecii rnefu Mh echo. rawb. digital delay, llsngny sec. 

* Foil Sample cdHing laolicifts with rtviem and an SCraen IrequenLy pkinMiq. 

* A pL-WPli-i! >r<jlhfrri.W Mh l^-BCt v^hiI h] 

Aii.'.yiii' now cufTjpieVj hanfovsfvfittitwwv psdtapu. Cbmpbte wn ft fmaopfriM 
flNft p ttm bAmtv nqurm 


t 


USUALLY SAME DAY 
DESPATCH OW ALL OB DC RS 

I WSiM/A O'a Jiff. 

UNITS m 

FENTON INDUSTRIAL ESTATE. 
ELELTRQNfCS dewsbury road, ttrtt&n, 

1 STOIC f ON TRENT TEL07S2273S1S 


Si HH CREDIT 

CARD LINE 


«■ ra rw 10* 
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HO HO 
HOLOGRAM ■ 
MELBOURNE 
HOUSE 


Chrtrtiin Williams, Etw CO IS OHUj A 
Dina, MkfdfeHK UBS *5E; forty P ring la r 
Middlesex UfiftgDG; Barry Hinrty, K*ni 
ftFffl 7TU; Stephan Ofctroyd W Ywfc* WFl 
3DN; Jiwn HaR Essa* Kj R OTU David 
Lbuvwks, Surrey CR3 ION; Criig A 
Robertson, Ch^rjra SK9- 1NH; Ntolvv, 
Binn™ham SQ 1EE; Mm Farmer, 
Shffffirfd S1B5WJ; MnTG^dwm 
Camberlay GUT7 7UX: Man: Wild, 
M*rtcfie4d r Nottingham; Symcnd Whittle. 
Nottingham NG5 2AQ; Ut Priw r 
Nuneaton. Wa rwicksh irs; StW*fl Holland. 
Nontiumhoriand ID15 2YQ; D H*n>n 
HudderefieldHBS&UR; .Christopher 
Waite. Eise* GM3JED; J Bruce, Clavetarwi 
TS2S ?NB; Ash Garrard, Ei»^ S532BJ; SK 
Clover, Surrey GUIS 4TW; Richard Judd. 
Hartts RG27 BFU; l Wiknct, Tyne ft Wear 
ME3S OD0; Tom Harg ruvtl. Stiffs WV7 
3AL; 5 Humphreys. U^eipoal L2B4EW; 
Lewis Spanowhawfc, Kent BR52RX; Phil 
AH«*«L Cleveland TSszftF; , Steven 
Mil#f P Unci OL6 BBK; N*fj|i« 8rown r 
Survey CR3 1DN; Lkmal Dodval, Eu*x Kj 2 
■ 7 FL; Jam ps. Butt*, Nr North with, Ch«Wra; 
Tom Barker. Glasgow G&l 2AU 


The wi nner of th is comp for f ord 
of the Rings receives a 
hologram, whereas the lucky 
runners-up get a copy of the 
game. Whet you had to do was 
provide us with an image of Che 


but rt is funny,, and exceptionally 
well drawn — so 
congratulations and a portable 
co Four telly to John Palmer, of 
Tiverton. Devon EX16 6DP The 
Quicksila goodie bags go to; 

Andrew Scotfajrri, NrMnbumuqh. S 
YorkA* tvau C Hints HG25 1 AE; 

And raw Dk-kemon, Hull HU10 TAG ; 
Wayrw Grundy, W Yorks LSfi iHS, Marlin 
Haynm, CdiWrtll EX21 ONA, Mabarak 
AtamHf. mHtmKvtnm MK2 3 FT. 


copy of their game in the 
process, 25 were up fof grabs 


and theZZAP! readers with Eudc 
on their side are: 


20th Century Hobbit. So who's 
the hologram owner? Steven 
Harold, from Salford, L ancs M7 
OAP is the man, for his 
wonderful artistry, sense of fun 
and imagination. The 30 
runners-up a re i 


Nig* I Parsfliis, Cl«v*l ;.r«l T$24 WQJ; Hmon 
Sttele, Rochd*lfl OL11 5*0; fan Jon*f F 
Chnrvd LL14 23 E; John Tom I in son, N 
Humbert* DN14 GJ*; Pvw* Hartley 
Uincs BBS 7JF; Ma koini £vt, Norfolk Nflt£ 
200; Kwinb*vi« r 0wBnilNPft3AX: DR 

TkflWOi, Doncaster DfU *LP; Stuart 
Kennedy, Unci 0612 7HX; Paul Knight, 
Henrtftfrtfthirfe HR3 4H0: Jo-shui listey 
PUKddlc^n TWli 1NH; &U+* $h«nhtrd, 
London E 12 6UF; Nail Frsjaf, Tyna ft Wear 
SftJ 3LF; Owen Lawh, Nawcastie-Upori- 
Tyna NE23LA; 00 UnuW. Alborlslund. 
Denmark; Kenneth Arnold, Coventry CVS 
6DP; Janne Jarcts, Cam rj ridg a CBS WT; 
David PoKhl r Merseyside WA12 9QY; 
Rupert StethiUh, Bucks HP22 GLS; 

Douglas Lorfch, Scot lend KW12 6XIY: Irian 
Jamadar, London NW10 1AU: Midvd 
Offlivntr, €tan SS7 1ED; Mrs MyraBrown, 
"" " ft ' Derby DE7 ITS; 


Steven Harold's 20th Century Hobbit at home. Steven's 
accompanying note points out that a Hobbit would 
certainly want a bath after his time transportation, and 
what better place than one of those ultra modem 
automatic loos popping up everywhere? After ail, would a 
Hobbit know the difference between a toilet and a bath? 
Good question. 


Odin Computer Graphics were 
interested in seeing whether 
you could spot the difference 
between two pictures of 
woodland violence end win a 


FileKVTTHB. AgfiWri 
Chris Dickson, Sur* t v RT1 0 


CONSPICUOUS 

ELECTRONIC 

TOILET 


ri)*i'iunHqjjj||||(Ui| | 







When our Sean Masterson reviewed Alternate Reality he came away feeling 
unhappy about the game. Du t a soft read the review and felt the same way about 
Sean — after all, it has been a smash hit over in the States, Thus an interview was 
arranged so that the people on the other side of the pond could give us 


SEAN MASTERSON takes the transatlantic 
phone fine to talk to SAM POOLE, President 
of DATASOFT, and KATHI TREMBLAY, Data- 
soft's Marketing Projects Manager, 


hero should be something for every- 
one in (his month's pieKW (huh, as if 
there isn't usually). Simulation stim- 
ulation is provided with a took at Sid 
Meier's Silent Service, which puts you 
in command of a WWII sub. For the 
traditionalists, we final ty have Tigers in 


N the Snow by SSI and IwoJima by PSS. I 

also get my comeHippance for not 
having appreciated some of the finer 
details of Datasoft's Alternate Reality 
in an interview with Sam Poote r pres- 
ident of Datasoft. 

It's strange to think that as disk 
drives are becoming more popular and 
in-depth strategy games continue to gain acceptance in markets on 
both sides of the Atlantic, wargaminp shows signs of losing out to 
the popu la r tty of role pi a y mg games, j ust as it did i n the conventional 
market some years ago* Personally, I don't think the rift wilt be as 
great is it was the last time It happened. The conventional market 


Crossover between the different types of game is also breaking 
down any definable differences- Silent Service for instance, could be 
classed as a simulation, or a wargame, or a role player. In these 
respects, the Strategy gaming market is in a flexible state at the 
moment. Considering the growth of importance in this market 
manufacturers would do well to ensure an open minded attitude to 
game design continues to provide varied products and reduces the 
chances of the stagnation that has marred other types of computer 
games. 


rendering so that people who 
join the club will be able to 
examine it and see where the 
various shops and taverns are 
and where things like The Pa face 
and The Arens are generally 
located within the city. It doesn't 
tell them how to get into them 
but it does provide a general feel 
for it.' 


ATIVE VIEW OF 


'It's one of the top 
products in the states. 
After one month of sales, 
it appeared in the top ten 
of Billboard's Software 
Chart.' 


f asked about how something 
this complex actually came 
about and the answer must 
mean that this is one of the con- 
tenders for Longest Time Spent 
In Development. 

J lt was started about three and 
a half years ago by Paradise 
firing ramming, based in Hawaii 
The people there originally start- 
ed working on the Atari and the 
game was only Intended for 
release on the Atari, so a lot of 
the features gave us a difficult 
time to translate onto the Com- 
modore. We acquired the rights 
to finish, manufacture and rel- 
ease the game. But Ft took us an 
extra year and a half to actually 
translate the literally hundreds 
of thousands of lines of code 
into the other versions of AR. 
The individual responsible for 
the original game is Phil Price. 


MORE 


from the major distributors and 
retail outlets. It's one of the top 
products in the states. After one 
month of sales, it appeared in 
the top ten of Billboard's Soft- 
ware Chart (the major chart in 
the US). The consumer resp- 
onse has been even greater. 
We've had literally thousands of 
letters congratulating us from 
people who have tremendously 
enjoyed the game and in fact be- 
cause of the response weW 
had, we're going to form the AR 
User Group. We are inviting 
people to send in comments and 
tips they have after playing the 
game, the kinds of responses 

u _ i 4 . jijcx. 


First off I spoke to Sam Poole, 
and asked him to update me a bit 
on Alternate Reality — The City , 
the first product in the series. 

'Alternate Reality will actually 
be comprised of seven different 
adventures, the first of which is 
The City, a role playing fantasy 
adventure. Part two, The 
Dungeon will follow in the sec- 
ond part of this year. Then 
there'll be The Arena , then The 
Palace so there'll be a number of 
different adventures all being 
ro I e p I aying fa ntes j es . 

You'll be able to take the char- 
acter you developed in The City 
and hopefully use it in the rest of 
the adventures where you will 
eventually make your way back 
to Earth and seek revenge on 
those people who abducted you. 


ing fantasy to D3/D- AR really 
goes a step further in a kind of 
moralistic way- ft encourages 
you to play the game es a very 
good individual When you 
make decisions, they have an 
impact on how you play the 
game so that, if you're faced 
with individual characters you 
meet in the streets, you'll often 
have the choice of whether you 
want to try to avoid them, greet 
them or attack them and those 
kinds of decisions and how you 
react to them have an impact on 
the rest of the game* It's a very, 
very evolved game-' 

As the game has been out for 
some time over in the States, I 
asked Sam, how it had been rec- 
eived so far. 

'it's had an excellent response 


they've had with different char- 
acters, what kinds of actions 
they've taken to enhance their 
characters, 

'It will be open to players in 
the UK as well. We are going to 
distribute our product through 
US Gold, and they are in the 
process now of forming an AR 
club. Well offer special advant- 

B ies to people that join the club. 

ell send them material includ- 
ing a map — not a detailed out- 
line of the city, but an honest 


And he is designing The Dunge- 
on / 

I asked about Phil Price and 
whether he was a role player or a 
programmer, first and foremost 
No, he is a programmer but he 
has a great deal of knowledge 
and depth of understanding 
about that whole Fantasy fide 
Playing backdrop.' 

'Actually, in The Dungeon its- 
elf we have developed tne spec- 


It's a different kind of role play- 
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'Anyway, there are fifteen 
shops, scattered all oyer the city 
and there are seven inns which 
are really very crucial to find 
because after a time, you need 
to know where they all are. If you 


ific objectives. It wjli be an 
underground scenario below 
the city and you will have to go 
through four different levels and 
hopefully, when you get to the 
end of the fourth level, you wit! 
be able to take actions to allow 
you to go on to the next scen- 
ario, The Arena. 

'You will be able to play each 
as a stand alone game but it will 
be best to develop a character in 
the first part of the game and 
take him onto further advent- 
ures. However, you would be 
able to start a character in say. 
The Dungeon and take him back 
to the city and go on from there. 
In that respect the game is open 
ended.' 

With Alternate Reality being 
such a massive project, taking 
such a long time to develop, did 
this mean future games would 
be based on the AR system? 


If, when you go into the 
taverns, you buy a round 
for the house, it makes 
everybody very friendly 
towards you/ 


don't have any food or water 
packets, going into the taverns 
can save you.lf you have lost all 
your money and you go into a 
tavern and sit around for a whilo* 
you'll be taken care of Also, if. 


and depth to which they can 
build their characters and the 
kinds of experiences they can 
have outweigh the disadvant- 
ages of the disk r — — r 
Fair enough 


opening set 
might realise 


Fair enough. Vvhat other 
machines were being consider- 
ed for new versions of the game 
and how would: Data soft take 
advantage of the new range of 
sixteen bit computers like the 
Amiga and the ST7 
We have developed it for the 
Atari, Commodore and the 
Apple. We are actually enhanc 
ing The City on the IBM, the Mac- 
intosh, the ST and Amiga. Not 
only because of the (graphics 
and the sound capabilities of 
these machines but also be- 
cause of the additional memory r 
we are going to be able to have a 
lot of other features that we 


M Bruce Lee — Enter the 
Dragon will be a full rale 


p laving adventure and 
nave strong hires 
graphics and animation 
sequences/ 


'Obviously as we'rs designing 
and developing the series, 
weVe teamed a great deal about 
random character generation, 
and logic end statistics. As a 
result, we a re now looking to use 
some of those same types of 
features in a follow up program 
based on Bruce Lee f which has 
been a major seller in Europe 
Called Bruce Lee — Enter the 
Oregon* it will be a full! role- 
playing adventure and have 
strong hi-r&s graphics and anim- 
ation sequences but taking 
advantage of some of the tech- 
niques weVe developed in ^/f. 
Combining the best of both/ 

So how would these future 
games be packaged? Old Data- 


when you go into the taverns, 
you buy a round for the house, 
fhafs a very good thing because 
it ma kes everybody ve ty f i ri en d ty 
towards you. It helps develop 
the character in the game. On 
the other hand r if you drink too 
much, you get drunk and this 
can have an effect on the char- 
acter in the game. So if you think 
about it, you can do too much of 
a good thing. 

There are two healers who 
aren't very far apart, butthey are 
hard to find., They involve a lot of 
travelling around and searching 
for secret doors and such. They 
are very important because 
occasionally, you will have a 


To tell me more about what A/? 
actually contained, Kathi Tremb- 
lay came on the line to dispense 
wrsdom and knowledge of enc- 
yclopaedic depth. But what ex- 
actly did her job entail? 

We do a lot of playtmting end 
[ supervise testing and I write the 


'Because it is an 
entertainment product, 
we're finding more and 
more that you have to 
aDDeai to all of the senses 


instructions for the game and 
review submissions that people 
send in.' 

How much did her job involve 
interaction with the writers? 
Could she go to them with 
suggestions for inclusions for 
the games? 

'I do, i interact 9 lot with the 
programmers. And when peo- 
ple have written in, we try to 
(ncorpo^® their suggestions 
where possible. 


couldn't put into The City.' 

IMfl is a mega-game, it certainly 
takes a mega approach. The 
opening even has series of 
credits done in the style of a 
major feature film. Did Mr Poole 
see this as a sign of the future of 
game presentation? 

Because it is an entertain- 
ment product, we're finding 
more and more that you have to 
appeal to ail of the senses of an 
individual and that encom- 
passes graphics, the use of 
keyboard and joystick and so on. 
You have the opportunity to do 
music, so you're appealing to a 


battle and they will be needed to 
deal with your injuries. There 


lot of different senses. And one 
of the things which we actually 
borrowed from movies was the 
credit lines to get the people 
more involved in the atmos- 
phere of the product itself. 

'And there are a lot of clues 
just from that scenario. Mow, 

K oudon'tknow what to I ook for, 
ut as you go through the later 
scenarios, you will see that there 
are a lot more clues in the 













GEMSTONE WARRIOR 

Pul on the mantle of the brave warrior and descend into the Caverns of Horror! 
'tour singular task is to rescue the Gemstone from the loathsome matures of the 
Netherwnd. You will call on L-very ounce of courage and stamina as you fight your 
way through the treacherous hbyrin&s! 

Gemstone Warrior is more than an exciting arcade game. It features real-time 
action Hi- Res colour gra phics and strategy The Gemstone Warrior is a thinking 
being. Crossbows, fireballs and magic are only part of his arsenal. He carnet one 
more weapon which sets him apart: W1SI >OM. You must provide his wisdom, we 
wU provide the rest. 

QUESTRON 

These are dire times tor the Question Empire, Mantor. a renegade sorcerer, has 
possession of ihe Great Book of Evil Magic and is using the despotic power it 
bestows upon him co plague the Land with hideous monsters. * 1 a Kings once 
proud army has been decimated by I hcse deadly foes; and thus he has put his trust 
in you, a humble serf, to use your cunning and strength to steal the Magic Book 
and render Mantor powerless. 

You wfll travel across many lands; find treasures along the way, but beware the 


deadly creatures that await you on your journey 


PHANTASIE 

Whensorcety rulech and trolls and minotaurs still walked this Earth, a party of she 
intrepid advene rers set out to find the Nine Rings and use them to destroy the 
Dark Ijsrd, This is your quest; your Phantasie, A multiple character role-playing 
game, Fhantaste transports you to Lhe medieval ble of Gelnorthr the adventure of 
your dreams. You' 11 map out new terrain, explore maze-like dungeons, solve 
puzzles, team spelts, gain experience and battle countless monsters, Reauiiul t li-Res 
colour graphics and a spell binding storyline will suspend reality and launch you 
into a magical new world. 
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never be released. 

How did this, and the state of 
the markets in the US and UK 
affect Dstasoft's attitude to 
doing arcade games? 

"One of the things that has 
happened over the past year, 
and is progressing at a very fast 
pace, is the markets are coming 
very dose to each other. We re 
now working with Ocean soft- 
ware, where we have developed 
Several new arcade style pro- 
ducts based on games by 
Konami. The first of these is Vie 
Ar Kung Fu and the second, of 
course, is Hypersports and 
we r re working on a third called 
Russian Attack WeVe dev- 
eloped a working relationship 
with Ocean where we will secure 
the source code for these pro- 
ducts and we release them in the 
United States. We have similar 
relationships with a number of 
companies in Australia r the UK 
and Canada, so we're seeing a 
lot of product going back and 
forth across the Atlantic and 
that's one of the things we re 
going to see more ol 

We're also talking with a 
number of other British com- 
panies about products they have 
developed in the UK for market- 
ing and distribution here in the 
States because we have a very 
solid marketing and distribution 
organisation and I know a n urn- 


have s follow up in the form of 
an additional data disk and there 
will be new locations, new dues 
and cases (in the first game 
there are Thirty), new 
and thirty more cases 


o when 

people play it, if they get bored 
of the same graphics and loca- 
tions or if they have played ad of 
the scenarios, the disk will allow 
them to extend the original 
game. 

We are also working on cross- 
word and Scrabble based 
games, strategy as wed. We will 
try to take advantage of the 
board Games to obtain a very 
new style of play. As a matter of 
fact, the follow up to 22 1b Baker 
St which is being put out by the 
same company, has already 
created interest because the 
company have seen some of the 


original screens and schematics 
and they want us to develop the 
follow up game on the computer 
as well. So we're looking at new 
prod ucts a round the boa rd g a me 
scenario. And this allows not 
only adults but children to play, 
which is an interesting concept 
because I think most games are 
aimed at a specific age group 
and we want the whole family to 
be involved, even if there are 
adult and children's versions. 
We want everybody to become 
interested.' 

With time getting short and 
the threat of a dry throat dev- 
eloping, I asked Mr Poole if there 
was anything he would like to 
say to conclude the Interview, 

'1 think that we can perhaps 
comment on, regarding AR r is 
that one of the drawbacks is the 
constant disk swapping caused 
by the massive amount of code 
in the program. The complexity, 
say in interaction between the 
seventy odd characters and so 
on . . . all of these things are 
taken into consideration and the 
mathematical intricacies cause 
these problems. But, Mhink that 
once people start to play it and 


ber of British companies that 
have attempted to release pro- 
ducts over here, but I think that 


are twelve guilds and of course 
they can provide magic or cur- 
sed weapons. There are four 
smithies (where you can pur- 


better so, wa ve looked at all the 
versions for the different mach- 
ines so far, and I think we have 
caught everything. Quality con- 
trol is very important to us/ 

When Sam Poole came back on 
the line, i asked him about a 
couple of rumoured Datasoft 
releases: Pole Position if and 
Elevator Action. 

' Pofe Position it we re in dis- 
cussion at the moment with 
Namoo to release this game. It s 
45-50% com plate and if all goes 
well in our discussions with 
Namoo, it will be released in the 


chase various items and hag- 
gle), various shops which have 
everything at a fixed price and 
then there are ten other areas 
which, for the most part are 
areas used interactively/ 

Was Kathi selected for the job 
because she was a role player? 

f Er no I am not I had never 
played anything — any role 
playing game before I began 
testing AR, I've since become 
hooked,' 

So what did hooked mean in 
terms of time spent playtestmg? 


begin to develop their charac- 
ters, it won't be as significant a 
factor. In the US that's exactly 
what has happened. People are 
so enthralled that they are pre- 
pared to put up with th is. 

With that, we agreed to call Ft a 
day, I expressed my hope that 
Mr Poole would feef any poss- 
ible imbalance created by my 
review would have now been 
redressed. He must have th- 
ought so because he promised 
that the future bi-monthly new- 
sletters would be sent along 
with news of any further deve- 
lopments in the saga of the 
Alternate Rea/ity series. Now, 
could it be that he bad begun to 
convert me as well? I would 
have to consider my answer and 
its consequences over a long, 
coot pint down at The Bull. 

1 would like to thank Mtke 
Dixon of Datasoft UK and Tim 
Chaney of US Gold for helping 
to arrange this interview. 

Sean Masteraon 


'A lot Generally hours and 
hours each day. The game took 
several weeks to playtest. And 
weeks can stretch out into 
months. (playtest other games 
as well; Zorro for instance. In 
fact, almost all the games we've 
released so far. We have four 
people who are working on 
piaytesting as welt 
We feel it's important to get 
as much testing on the games as 
we can and get other people's 
point of view. The more people 
we have working on them, the 
more Chance we have of catch- 
ing errors before the game is 
released. Well, in any game 
there's always something you 
would have liked to have done 


'We're now working with 
Ocean software, where 
we have developed 
several new arcade style 
products/ 


second half of this year. But 
we're still in negotiations and 
we have to conclude those first. 
As far as Elevator Action, the 
licensor, Tito — we originally 
had the licence but they pulled 
that back, so it will probably 
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TIGERS IN THE SNOW 

US Gold/Tran&atla ntie Simulations (SSI), £t4.95 disk, €9.95 cass, keyboard only 


Jft t the dose of tS44 the 
ft remnants of Germany's 
J^^fcarmed forces launched 
one of the most daring counter 
offensives of the war. The fight- 
ing had slackened In the appr- 
oach to Christmas. Germany 
had formed new divisions equi- 
pped with tanks like the Hunting 
Tiger, that could stop the shells 
of all but the most powerful 
allied weapons. Finally, they 
Launched their attack in the one 
place the allies thought impos- 
sible’ — the Ardennes Because 
of the dense forests, nobody 
suspected a massive tank attack 
would be possible- As a result, 
the US had positioned weak, 
combat weary units there. The 
result was a major breach of the 
allied frontlines which could 
have been catastrophic If it had 
not been for the fact that the 
enemy could not keep their 
troops adequately supplied. 
This factor, coupled with the 
outstanding resistance of 7th 
Armoured Division In St Vith 
(who's commander sent the 
message "nuts' when asked to 
surrender whilst totally outgun- 
ned and outmanned) helped 
create the delaying action nece- 
ssary for the allied forces. 

In other words, one great 
subject for a wargame . . . 

Actually, this is rather old 
stock as far as SSI are conc- 
erned, but it is also one of the 


first to be repackaged in the 
Transatlantic Simulation guise, 
intended as the format tor all 
future licensed SSi releases. A 
slim, gatefold disk pac k a g e 
means that SSI's traditionally 
chunky instruction bod« have 
had 4v!ba- reduced fio*a mossy 


had to *be reduced to a drossy 
colour, fold out an $p.n — not the 
easiest of items to refer to whilst'' 


playing, ej^ecially ndf 

reference caW. Stiff; the inst^ 
mctionsaj^fegible and a map of 

the j pfMw 
onto them,fc ^ 

As isth e r%m with even tl 1 e se 
relatively, early SSI games, the 
jjflyer isoTfe^ya wealth Ol 
■dons for pEay Either the 
an nr Allred side may be 
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m pl«iv aua«nst itself. 
Levels of difficulty for each side 
may also be selected before the 
cjarrw» i iioences These reflect 
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i vim see nano covering uif- 
period up to the sixteenth of 
December and Che other is the 
campaign scenario which runs 
inti I the 27th. Victory is based 
on a victory point system which 
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varies depending on the game 
selected. 

If you select the Allied forces, 
the game beg ins in the middle of 
a turtrr yyjipl the German units 
headi n ^directly to combat. It is 


various long drawn out key 
pressing routines. Ah weil, all 
this was wijtyM In the time 
when QflSEwpought all you 
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gameSjl^friot demand speed. 
A whd HB Brie could easily be 
pteyed^BfPevening. Of course, 
there a ringed game options 
anyway. 

Tigers in The Sfiow is beginning 
to show its age. It lacks teatujr&e 


prevalent in hrujfe* 
fare and has more 


said that, it's important to see 
this game in perspective. It's 
weak by SSI standards. But it 
will be a while before anyone 
else comes out with a better 
simulation of this era, methinks. 


Presentation 81 % 

Below par but still fairly 
good, 

Graphics 84% 

NeatlD markers and stuff, 
Shame about the screen 
redrawing instead of 
scrolling. 

Instructions 67% 

Very untidy and badly 
explained, 

Authenticity 86% 

The game's integrity doesn't 
suffer as a result of poor 
presentation features. 

Playability 82% 

Tricky at first because of the 
unit control, but you soon get 
used to it. 

Valu« for money 87% 

Excellent. 

Overall 82% 

An old but good game at a 
fair price. 
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T his reconstruction of one 
of the bloodiest battles of 
WWil's South Pacific cam 
paign is the latest in the Strat- 
egic Wargames Series begun 
with Falklands 82. it uses a 
system similar to that of its 
predecessor with full map dis- 
play at all times, five levels of 
difficulty, phased order seq- 
uences and a game design that 
follows in PSS's philosophy of 
'playable' games (ie ones that 
do not take more than a couple 
of sessions to complete}. 

As with Faikiands, the author 
(James Beth el I, who wrote both 
games) has willingly sacrificed 
some authenticity Tor the sake of 
playability, There is logic to this 
move. A detailed simulation of 
the conflict would definitely 
have strained the limits of a disk 
based game, let alone one on 
cassette. The game still tries to 
cover the battle in reasonable 
depth, 

the package is simple, con- 
sisting of a small cassette case 
and booklet of Instructions. 
Loading takes no more than a 
couple of minutes (which is a 
shame as the loading screen i$ a 
very good rendition of the plan- 


IWO JIMA 

PSS, £7.95, caw. Joystick only 



ting of the US flag on the beach 
at Iwo Jima). Once the game has 
loaded, the first of the aesthetic 
improvements to Bethell's 
game system becomes n otic- 
able. Everything is joystick 
driven. In a wergame, there's no 
reason why this cannot always 
be the case as the increase in the 
speed of interaction between 
player and computer allows 
straightforward implementation 
of a strategy, instead of having 
to put ideas through a needless- 
ly muddled series of arbitrary 
keyboard interactions. 

All the game functions from 
selecting difficulty, selecting a 
unit to order, the orders them- 
selves (Move, Attack, Land, 
Pass) are simply selected from 
information windows and con- 
firmed by pressing the fire 
button. Alii relevant information 
on the unit currently selected is 
also displayed in an information 
window to the left of the screen. 
This information is shown in an 
abstract points system. Units 
have an (aggression factor, de 


unch air attacks against the 
carrier force bringing reinforce- 
ments and art' I cry support to 
your units. As long as the off- 
shore fleet is well defended ana 
weather permitting, you fnay 
launch air strides against the 
enemy. 

Initially, the player must es- 
tablish a beach head with the 
first of his units (reinforcements 
arri ve th ro ug ho ut th e g a me ) an d 
there are six beaches which may 


single proviso that units may not 
be stacked in the same area. 

That really sums up thp gat 
Getting into the game is ar 
tremeiy simple process, no 
I doubt because it was designee 
with beginners in mind. And this 
brings up the quest ion of why 
PSS inclUaf arcade sequences 
£n their more 'serious' games 
and vgt not on fhe&e introduc- 
tory efforts, Net that 1 am ad- 
vocating theik use at all, but it 
does seem rather strange. There 
is some animation in the game, 
however. Air strikes by either 



fense 
and a 
affect com 
The 
player 
the si 
with t 
all the 
turns 32 
the di'ii 
jnemy* 
make ■- 
about lo 


^ni^VGi fi e r 1 1 facto r 
■ factor, all of Which 
itabiiiiy^^ 1 ^ 

I is there is no two 
rpust always take 
rican. forces, 
ive of eliminating 
units between 
[depending on 
level set). The 
ositions, 
a unit is 



them are penned in by minj 
fields and so a careful ctu 
must be made as to which irfiiti 
land where, As many beaqhes as 
required may be used, with the 



stares, 

There 


faults 


anding sites. Many of system. Air strikes can only be 





called either after an attack by 
■round forces or by a unit that 
eliberately tries to attack whilst 
lut of range. This really could 
have been made neater. The 
lim ited intelligence used in the 
■■seems to be affected only 
proximity and not by terrain. 
Because the cosigner has decid- 
ed to make the whole j&iand 
visible during play, the display 
s ze of the units is very small 
indeed and when several units 
are in close proximity, this can 
load to confusion I can see this 
game appealing to those who 
feel daunted by some other 
companies' more complex offe- 
rings, but who would still like to 
venture into the area of war- 
gaming but I must stress that its 
appeal for the more experienced 

S layer is likely to be very lim ited. 

ecause of the way the author 
has changed historical details in 
the name of playability, any 
body looking for an accurate 
means Of simulating the battle is 
likely to be vary disappointed 


with this game. 

For all that, the final result is 
playable and PSS are not de- 
manding that you break the 
bank to obtain a copy. Someone 
just looking for a way to pass a 
couple of hours at the keyboard 
without wanting to risk a mi- 
graine may get something from 
two Jima. For anyone else, steer 
dear. It probably won't be worth 


Presentation 72% 

Wail laid out instructions but the 
map looks slightly crowded. 

Graphics 60 % 

A crisp map of Iwo Jims is In! 
down by poor unit markers and 
terrain features. 

Instructions 67% 

Great for the bey inner but apart 
from the historical notes (which 
coo I d h a ve bee n long e r ) , the re i s 
little for 1 1 *e more dem a nd i n g 
player, 

Authenticity 48% 

Too much has been lah out for 
playability's sake for this to be 
considered authentic. 

Playability 68% 

Easy to ejel into and good, fast 
interaction makes the game a 
doddle to play 

Value for money 39% 

Cheap bul even a beginner 
would master the game before 
long. 

Overall 39% 

Pleasant fun for a minute or two 
but severely lacking as a 
wargame. 
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i/ent Service is the latest In 
simulations from one of 
the most respected comp- 
anies in the field. This one how- 
ever,, is not just another Flight 
Simufator variant. Instead, you 
take the part of the captain of a 
US Navy submarine command- 
er in the South Pacific during the 
second world war. The game 
comes in a medium sized bo* 
complete with instruction book- 
let and the game itself- 

Tne instruction booklet is a 
work of art. At fifty pages long, it 
covers the aims and limitations 
of the simulation, detailed intro- 
duction and instruction on use, 
pertinent military history from 
the point of view of WWlf Naval 
research and combat from 
American and Japanese points 
of view, a plethora of varied 
scenarios and tactical advice Tor 
novices and experts alike. The 
presentation is spot on. 

Once the parameters of play 
have been selected, the screen 
shows the figure of the captain 
in the conning tower His default 
position is at the periscope By 
moving the joystick, the figure 
moves to a different area of the 
tower. A press of the fire button 
confirms the move and so sel- 
ects a new screen with different 
instructions. Selecting the peri- 


here, Apart from the fact that 
this screen displays all the 
mechanical data about your 
vessel, a nice touch is that the 
whole thing is extremely well 
drawn with pipes end buttons 
giving an almost 'ordered 
chaos 1 look to the screen. Mov- 
ing up from the bridge gives you 
a binocular option (only avail- 
able when surfaced) and mov- 
ing down and right selects the 
continue patrol option which is 
normally selected after a suc- 
cessful engagement. 

Apart from being able to prac- 
tise at just running the sub and 
taking part in simple engage- 
ments, there are scenarios of 
varying complexity, A$ these are 
set at different times during the 
war r details such as the modifi- 
cation of torpedoes and capabi- 
lities of both your vessel and 
those of the enemy are taken 
into account This means that 
some of your torpedoes may be 
duds (a problem which plagued 
American sub forces until late in 
the war), Alternatively, you may 
be able to take the sub to greater 
depths while the Japanese esc- 
orts may be better equipped in 
terms of radar or use different 
hunting techniques 

The simulation makes effect- 
ive use of sound to let you know 



sade in Europe) has taken his 
work very seriously and done 
the necessary research. It has 
paid off, Apart from the profess- 
ional look and feel of the game, 
the atmosphere created is one of 
tension and excitement. 

An option which I neglected to 
mention earlier is the use of the 
deck gun. Submarine deck gun$ 


SILENT SERVICE 

US Goltf/Mlcroprose, £9-95 cass, £14.95 disk. Joystick and keys 


scope on ly wo rfcs whe n su rf aged 
(which you practically have to be 
anyway} and it gives you a view 
of your immediate surround- 
ings Moving the joystick left 
and right allows panning. On the 
game s lower levels, you have a 
targeting computer SO that any 
surface vessel that enters the 
centre of the sights highlights a 
marker. If a torpedo is fired at 
this point, it should hit, provided 
that extreme evasive action is 
not taken by the enemy. Below 
the viewing area is all the infor- 
mation about range, heading 
and so forth of the current 
target. 

Moving right in the tower 
shows the map screen. This 
combines sonar and radar to 
show your current position and 
that of any vessels and active 
torpedoes. Heading, speed and 
depth are displayed at the bot- 
tom of the screen and these may 
all be changed from here. Mov- 
ing down and right is the 
quartermaster's log which dis- 
plays your accomplishments so 
far in this mission. Moving the 
joystick straight down takes you 
to the damage report screen. 
Two profiles of the submarine 
are displayed (one solid and one 
cutaway) with any damaged 
areas highlighted accordingly. 

Moving left in the tower takes 
you to the gauges screen. The 
status of the submarine is best 
monitored and adjusted from 
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when certain things have occu- 
rred. One of the best examples 
of this is the firing of a torpedo. 
One minute, everything is quiet 
but a couple of seconds after the 
torpedo has been fired, a dull 
boom foil wed by a wooshing 
sound effectively gives the 
impression of the power of the 
weapon. If the launch was moni- 
tored from the periscope, the 
torpedo can be seen homing in 
on its target. Which brings me to 
the point about graphics. Simu- 
lations of this type often need 
little in the way of graphics but 
those employed by this game 
are of a very high standard 
indeed. 

Unless you read the histories 
at the back of the instruction 
booklet much of the signific- 
ance of the simulation Is likely to 
elude you. The author,, Sid Meter 
\Decrsion in the Desert and Cro- 


were not fitted with elaborate 
aiming mechanisms because 
they were rarely used. No sub- 
marine commander in his right 
mind would consider taking on 
even the smallest destroyer as 
the sub would inevitably lose 
the engagement. But the guns 
were fitted just in case and this 
simulation caters for them. 
Firing the gun requires that a 
few ranging shots be made. 
Don't make a habit of using it 
though. It won't win many 
battles. 

Game parameters include the 
intelligence of the enemy des- 
troyers, limited visibility, wheth- 
er or not the angle- on -bow 
needs to be input (a vita) part of 
manual torpedo aiming). They 
allow sophisticated modific- 
ation to any scenario. 

The simulation has been 
extremely welt thought out and 


does not appear to be flawed in 
any considerable respect. The 
campaigns are exciting and 
develop well as the player be- 
comes more accustomed to the 
program. The main question 
must be how much will a sub- 
marine simulation capture 
people's imaginations, regard- 
less of how well it has been 
implemented? I cannot help but 
feel that the game will have a 
somewhat limited appeal. How- 
ever, if you have an open mind 
and want a challenging piece of 
software, then 1 cannot recom- 
mend this product highly 
enough. 



Presentation 89% 

Excellent packaging and on 
screen options provide 
varied games that should last 
a long time, 

Graphics 88% 

Of a very high standard for 
the type of game. 

Instructions 95% 

Progress logically and the 
notes at the back make 
fascinating reading, 

Authenticity 92% 

The attention to detail is 
excellent 

Playability 86% 

Difficult until the controls are 
mastered and as this is a 
simulation, mastering the 
controls is not the easiest of 
tasks. . . . 

Value for money 87% 

Going rate for good 
simulations- 

Overall 88% 

May have limited appeal but 
otherwise excellent in every 
respect. 



Hat, Hat it's where it's at, it's trendier than a cat. Hat . 
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DESIGN A DROID AND 


COMP 


The poor overworked 
darlings whose ego-boosting 
portraits appear in the ZZAPf 
reviews have been complaining 
of late. "Too much work" they 
moan in between sending off for 
hampers of goodies to* sustain 
them through a hardworking 
day of reading beck issues of 
2000 AD and nipping down to the 
local hostelry for a few pints of 
Old Flatulence Bitter. 'Too 
much work", they cry, as they 
exchange ribald witticisms with 
visiting chums like Flathead 
Andy from Activision who has a 
special haircut so he can stand 
on his head for hours on end and 
emulate an ashtray 

Nobody, of course, listens to 
the pfeas of your humble Corn- 
pet ition M in io n wh □ h as to wad e 
through piles of mail, sort out 
prizes for you to win and devise 
cunning competition ideas. No- 
body even thinks to ask yours 
truly if he r d like a sticky bun or 
sarnie to help him last the morn- 
ing. Oh no. Et r s just "Too much 
work" from the pouting prima- 
donnes whose portraits 'grace 1 ' 
the pages of this wonderful 
magazine,, 

And "It s against the union 
ru I es r J oh n M comes, the reply , if I 
merely men! ion that it would be 
nice if my likeness was ap- 


WIN A £120, TEN GEAR MILK l 


Five 12 month ZZAP ! subscriptions up for jr, 
HATS AND T SHIRTS for runners up 


Raleigh's MILK RACE SPECIAL 
racing bike is a pretty 
impressive piece of machinery 
with Sachs- Hu ret gears, 
Ftaiienne handlebar and a close 
clearance racing geometry 
Frame. Soon, a lucky ZZAP! 
reader will be cycling round on 
one of these bikes courtesy of 
Newsfietd, the publishers of 
ZZAP!, 

We're offering this bike, 
together with an ZZAP! T Shirt 
and an ZZAP! hat to keep the 
$un from beating down on the 
cranium while the winner is 
cycling round showing off his or 
her prize. Ten runners up will 
also receive ZZAP! T Shirts by 
way of consolation, and five 
ZZAP! readers won't have to 
buy a copy of their favourite 
magazine for a whole twelve 
months — we're giving away 
subscriptions too. 

To enter this competition and 
stand a chance of cycling round 
in style, we want you to hunt 
thought the wordsquare that 
appears here and find as many 
names of ZZAP! writers and 
contributors a$ you can. Jot the 
names you find on a piece of 
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paper, compete the entry form 
and whizz it off to ZZAP! 
CYCLING COMP, FO SOX TO. 
LUDLOW, SHROPSHIRE, SY8 
1DB to arrive before Sth May 
and you could be pedalling 
round in style. 

Don't forget to add your shirt 
size to the entry form as well as 
the size of frame you'd like your 
Milk Race Special bike to have if 
yours is the first aft-correct entry 


out of the hat. Mark the number 
of ZZAPI type names you found 
in the wordsquare on the back 
of the en veto pe as we il , pi ease, 
to make the judging just that 
little bit easier. Goon, pretty 
please. It s not much to ask, 
seeing as weTe giving away a 
bike, ts It? 



pended to the odd competition 
page. "NUPPROPP wouldn't 
hear of ft'\ they tell me. 'The 
National Union for the Protect- 
ion of the Portrait Rights of 
Pouting Prima donnas is quite 
clear in its rule book' 1 , they 
explain^ casting yet another 
boxful of letters in my general 
direction, "Gerronwath opening 
them, matey boots'' they say, 

Hal it's time the Wapping 
Syndrome caught up with the 
Z£AP! reviewing team. Replace 
them wi th d ro i ds th at don'tn eed 
feeding, haven't got egos and 
work for more than five minutes 
at a stretch without a cup of tea 4 
pint of Old Flatulence or trip 
down to the sarnie shop. WHICH 
IS WHERE YOU COME IN, DEAR 
READER. 

Design a droids or two or even 
four if you think the entire 
motley crew should be replaced. 
Send in your drawings and spec 
sheets for the Mechanised 
ZZAP! reviews r(s! and it might 
scare these guys into being 
nicer 


COMP 


111 make it worth your while, 
my lovelies, don't you worry. 
Rest set of mechanical wizardry 
will- win its originator a brand 
spanking new Commodore 64 
computer complete with its very 
own 1541 disc drive. Not bad eh? 
And I've rooted round in the 
Newsfield stockroom end found 
half a dozen ZZAP! Hats and 
Sweatshirts. So one lucky per- 
son will get the hardware and a 
bit of sofiwear, while five more 
fellows or fellowesses will coll- 
ect some comfy couture to cud- 
dle up in. 

Entries please, to ROBOT 
REVIEWERS, PO BOX 10, 
LUDLOW, SHROPSHIRE, $Y8 
1AQ to arrive by 8th of May 
when I II open all your entries 
and scare the daylights out of 
these poseurs ... 
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T SHIRT SIZE 

FRAME SIZE 

(Circle One): 21 inch, 23 inch, 25 inch 






Wok'S. jtfmB/* 





Jusictan. 
es Back i 


A character sketch of one 

Cauldron //, by Steve Brov 
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awards the end of 
1983 Pete Stone 
decided that he 
wanted 10 get 
into software. He 
was running the 
Video Palace {0 
store in London 
which sells all 
manner of 
records, videos, 
computer 
software and the 
like) at the time 
and as the 

computer side of things was doing well, he 
started a software house with the help of 
electronics whiz* Richard Leinfellner. With 
the financial backing of Palace Films, Palace 
Software was born in January 19E4 Their 
first release, written by Richard, was based 
on Sam Raimi's controversial 'video nasty" 
The Evil Dead, and hit the streets that 
summer. It did reasonably well, despite a 
few unfavourable reviews, and featured 

S jite prominently in the charts. No doubt 
e subject material of the game helped to 
achieve sales . . . 

As The Evil Deadneared completion, work 
began on the next project: Cauldron. Pete 
started looking for new people to join the 
duo on a permanent basis. His search was 
fruitful and with the arrival of artist Steve 
Brown in late 1984, Palace Software began 
togrow. 

Before he joined. Sieve did work for 
advertising agencies, although he has 
produced a few covers for White Dwarf 
magaz i ne by way of light ral ie f . He ca m e to 
art late in life, starting at art college in his 
m i d -twenties after spe nd i ng a whi le d o i ng a 
variety of things. Now he's firmly settled 
with Palace, producing stylish graphics on 
the computer screen. 

ft took the bette r pa rt of a y e a r f or R icha rd 
Leinfellner lo program Cauldron, while 
Steve designed the graphics and did the 
artwork which was used for the inlay and 
advert isments. When the game was finally 
released in April 85, it sti rred up a great deal 
of interest a mongst the games playing 
public and gave Palace Software their first 
hit. But that was over a year ago, an_d since 
then very little has been he a r d 
So where are they now, anymore 
importantly, what are thptftJoing? 

Palace Software made significant sales 
abroad, particularWn France and Germany 
which kept the cmmany alive and well and 
operating frog?nh#ft small offices above the 
Sea l a C i n em$ irt jfehtoo y i I Fe R o a d , Lo ndon . 
The teanrvHas e^^hded sotpewhat, and 
nowjGdnsists otfftree prog rani mers, two 


Who would believe that a software house could release only two games 
in as many years, and still make enough money to stay alive „ . . and fund 
ambitious projects? To discover the glittering secrets of the evil dead, 
we sent our resident zombie, GARY PENN, to see . . . 
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a convenient growth of hair — but it was 
enough to convince me of Mr Malone's 
i a lent, since both definition and movement 
are f irst Class, right down to the sweaty 
gleam of muscles as he runs, jumps and 
crouches. 

Pete Stone decided that Palace needed 
another artist to take the pressure off Steve 
Brown if the company was to expand its 
portfolio of programming projects. So, Pete 
and Richard spent ages looking for the right 

S erson, interviewing lots of artists and they 
ad almost given up hope when an art 
college lecturer who had heard of their 
search for a talented comic-book artist got 
in touch. She remembered that Dan had left 
his course at art college — he spent all his 
time sitting in the bade of the class drawing 
*r ;jfj comics — and recommended him for the 
r t £1 fob. Late last year Dan brought his portfolio 
to the Cinema and was hired immediately, 
Dan's ta lents for com ic- book art have 
% been applied to the design of the graphics, 

, % and his works should feature in the inlay — 

The Palace Software Games Team, left to right: Richard Joseph (musician dong the music and FX for ^ hich ^ Jl 861 Scene for the game in the 
Cauldron If), Stanley Schembri (programmer, currently working on Cauldron 1/ for the ’ orm a small sixteen page Comic'. 

64), Steve Brown (gam a and graphics designer for both Cauldron . The game takes place after the Holocaust, 
and Cauldron ID. Dan Malone (game and graphics in which humanity virtually destroyed each 
designer for An (irmd\. David Quinn itself. A few people 5 u rvived but civilation 
(prog rammer) and R icharrt reg ressect an d tri bes fo rm ed. People 

beinfetlnar (th« worship the god Antiriad, a strange effigy 
team leader), discovered in the subterranean world now 
inhabited by the survivors of the holocaust 
However, the EJders of the tribes know the 
troth behind the legend — the great god 
Antiriad is nothing more than an Anti-Rad 
suit, used as protection against radioactive 
fallout during The War. At least the myth 
keeps the people happy ,.. . 

All is peaceful until They arrive to disrupt 
the tranquillity. A group of aliens land and 
setup shop in a dead volcano, striking fear 
into the hearts of the tribes people, doing a 
whole range of frightening and generally 
unpleasant things to the humans they come 
across. The people pray to their god for 
help, but to no avail. So, in desparation, 
they turn to the Elders for advice. The Elders 
decide that the Sacred Armour of Antiriad is 
required to repel the invaders, and a hero is 
chosen to recover the suit, penetrate the 
fortress and dispose of the threat posed by 
the alien visitors. Which is where you come 
in ! But the way is fraught with danger, and 
who knows what evil lurks beyond the 
forest ... 7 
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Palace hope to have a large number of 
locations, plenty of action and variety in 
gameplay , For example, before the volcano 
can be entered, i 
d 
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PREVIEW 


COMING SOON TO 


k 


An early look at some future releases, 
courtesy of the ZZAP! 
previewing team. 


TIME TRAX (Argus Press/MindgamesJ 


StH after the hokidiist.r Timt?Tra\ 
puts you in ihe boob of one of 
Ihe few survivors with the objec- 
live of recovering a number of 
Tunestones scattered over seven 
lime zones* Each zone consists ol 
several screens, with plenty oi 
naslies io Hinder progress bul 
tots of objects io help. Icons are 
used In good effect, and allow 
man v different actions to be per- 
formed with Ihe joystick. As you 
can see from the 1 sc reen shot r the 
graphics are great — and the 


Lme itself looks pretty good 
too! Time Trax will cost £4 As on 


cassette and is virtually co J rn ’, 
plete, so vou should see a full 
review next month. 
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The event every Commodore 
user is waiting for . . . 


Organised by 
Database Pt/bffcatfJons 







This is YOUR chance 
to see the very latest 
developments In 
Commodore computing. 

On display will be all 
the new hardware and 
software releases from 
Britain and the USA 
that keep Commodore 
in the forefront in 
business* education and 
home computing. 

See the 
AMIGA 

in action! 


Champagne Suite and 
Exhibition Centre, Novotel, 
Hammersmith, London W6 
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How to get there: 


Novote I London is right by the A4/M4 and is only two 
minutes from Hammersmith underground station (for the 
West End. CKy and alrpoitj. For those, bringing their own 
ear. there is a large underground car park at the hotel 



Sm?e £1 

a /tend 

- and miss 
the queues! 

- by sending 
for your 

tickets 

now! 
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5 U rsder- 1 6s tickets nt£ I ( save £1 ) ..... . £ 

j Total £ 

■ □ Cheque enclosed made passable to 

Database Publications Lid 
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■ 
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I Admission fit ifowr 
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Post to: Cormnudoif ShoiC Tickets,. 
Europe House, 6S Che^tw Rood. 
Hazel Grove, Stockport SK7 5WY. 
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PHONE ORDERS: RING SHOW HOTLINE: 061 7031 

Please quote- credit card number afid /u/f address,. Z^AP 5 







F HAVE YOU 

GOT THE TIME TO TRA VEL 


TO SEE WHO ? 




Hie people down at Micro 
Power a re well pleased that their 
game featuring The Doctor is 
now finished- The Doctor? DR 

WHO, of course. To mark the 
occasion they're offering ZZAPf 
readers the chance to win an 

expenses paid trip to watch an 
episode; of DR WHO in rehearsal 
at a BBC Studio, 

In the game. Or Who and the 
Mmes of Terror you have to 
battle against The Master who 
plans to take control of the 
cosmos with the aid of a modi 
fied Time Instant Replay Unit 
stolen from the Time Lords™ The 
Master has set up his laboratory 
on the planet Riju, where Ihe 
rare and wondrous mineral 
Heatonite is mined, The mines 
are patrolled by vicious robotic 
guards and contain incredibly 
powerful beasts, Madrags, 
which attack any living creature 
they come across 


WIN A VISIT TO A TV STUDIO REHEARSAL 
Twenty DR WHO packs on offer 


The Doctor has been sent lu 
Riju by the Time Lords who want 
to recover the TIRU and thwart 
The Master's plans — your 
mission in the game is Eg help 
The Doctor in any way you can. 
Ho has been provided wiEh an 
assistant by the Time Lords — 
The Splinx, which is a caplike 
droid with the power to fetch 
and carry for its me Steer. The 
Splinxcannot be detected by the 
security systems that operate in 
the Mines of Terror, so should 


B rove immensely useful to the 
octor, who is unarmed and 
generally defenceless. 

Micro Power have arranged 
for the winner of this com pet- 
ition to visit the BBC studio 
where the TV programme is 
made — the winner will get ip 
meet The Doctor m person arid 
watch how his TV series i$ 
produced, Twenty runners up 
will be consoled by a copy of ihe 
Micro Power DR WHO PACK, 
specially assembled for ihi 


comp and containing a DR WHO 
TECHNICAL MANUAL which is a 
handbook for Dr Who fans, 
containing details on a whole 
range oF the monsters and evil 
beings Dr Who has been up 
against in his travels, as well as 
information on the TARDI5 and 
other technological gagetry. The 
DR WHO PACK also contains an 
A3, plastic laminated poster, a T 
Shirt, badge and bookmark as 
well as a DR WHO eraser to take 
you back in time, allowing you to 
correct mistakes? 

To enter the competition, 
you'll have lo study the two 
pictures 01 i has drawn here and 
mark the differences you find on 
Picture B Send Picture 0 to- 
ether with the entry form to DR 
HO COMPETITION, ZZAP1 64, 
PO BOX 10, LUDLOW, SHROP- 
SHIRE, SYB 7DB to arrive by Bth 
May and you could be in w^h the 
chance of taking a very intere- 
sting trip indeed , r r 
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It comes to the attention of The 
Shadow that Andrew Bray 
brook's latest— though not his 
greatest, for in the eyes of The 
Shadow, Paradroid is still his 
best — Undiurn, is currently 
outselling all other software by 
a considerable margin. Accor- 
ding to software sales 
voyeurs, Gallup, it amassed 
even more sales than all six 
versions of Yie Ar Kung-Fu, 
Impressive figures indeed — 
congratulations must go to 
Andrew on his long overdue 
success. 


TH£y w ER£ 
Mt"D- 
SmEAREV i 


Just for the record, the 2ZAP1 
April Fool that appeared last 
issue eventually attracted five 
software houses — Beyond, 
Nexus, Mirrorsoft, Firebird 
and Bug Byte, it just goes to 
show, you shouldn't believe 
everything you read in the 
papers — unless of course, it's 
written by The Shadow. 
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■GAMES OF THE YEAR! 
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Rumour has it that °t 0 
ware houses a P of the 

77APi 1C Readers Awards by 
voting heavily for the mQSt 
games, so « * ver -, table 

sirs ssssv. «*• 

forms P . Tut tut, Mr Pratt 


Another MASKED 
Cfi-u ZRDER 
takes TO the 
Binary by-mays 

Bat Man, the crime fighting 
entrepeneur of Gotham City 
whose truthseeking talents are 
akin to those of The Shadow, 
will shortly be appearing, 
along with his raucous young 
chappie sidekick Robin, on the 
64 courtesy of Ocean. Sadly 
Ocean's binary interpretation 
is not based on the early 
seventies Neil Adams Bat Man 
— it 1ft more of an 'Adam West' 
portrayal, and takes place in a 
3D Ultimate type world The 
Gaped Crusader cassette hits 
your semens in May, at s price 
ofesas 


A S NifiPEr 


TRUTH,.. 


Micro Classic's Intruder . * , 

. , . comes intruder window. 
Ha! The Shadow will refrain 
from such trite and puerile 
humour to bring you news of 
Intruder, a new arcade 
adventure from Micro Classic, 
whose previous release was 
The Chess Game. To quote 
Micro Classic's Managing Dir- 
ector Peter Hodkin from the 

G rass release: It has a broadly 
itimate type look and faoL 


Ultimate type look and feel,, 
however the graphics are 
stronger and more detailed. 
The 3D is very realistic, with 
FULL perspective throughout. 
In achieving real smooth 3D 
animation more than 16,000 
different sprites are generated. 
Movement is totally free, one 
can climb, pick up objects, 
throw objects and fire guns — 
using the joystick alone, and 
with ease'. 

Unfortunately, the finished 
product won't be available 
until May at the earliest. Stay 
tuned to Radio Truth for any 
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Opinm 

Ltc 

ftoitay 


This month sees the introduc- 
tion of The Shadow's Interesi- 
ing Letters Column, and what 
an interesting month it is too . . 
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This picture illustrates perfectly the age-old idiom Like a fish 
needs a bike . Dim Dim thinks he needs a bike. He doesn't know 


Lecl^r Cduri 

15-1 fara-in-gprRwt H&.jJ 

UUKtOd 
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Will am 0*lpn«y 
M#!*¥ L r-rh.in 
Fr*ri&a Lite? 
Simon Goodwin 
Clive b.iilpy 
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It appears that Beyond are to 
release Bounces — the future 
sport — in the near future, as 
oppose to Beyond r s sub-la Ml, 
Monolith, who were supposed 
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to have it out by October last 
year The Shadow is. curious as 
to whether the delay and 
change of tact had anything to 
do with the programmers, 
Denton Designs, splitting up — 
or Beyond for matter, since 
both Bill Delaney and Clive 
Bailey left to form Nexus, leav- 
ing the remainder for British 
Telecom. Which neatly brings 
us onto . . . 


OK yc-M rqp h feUC Ifuni L- 4 * rHj* J trfi *i£l 

Tevifl* €*pi** irHlr I'll hal Eh., tn ? «i, hop* 
■w-re of (]uAi. 


If you recall, ZZAPI didn't have 
the exclusive on either g&me, 
Tut tul, Mr Bailey,. 
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Budget Software supremos, 
Master! ronic, are set to release 
seven new games on the 64, 
and are launching two new 
labels in the process — Enter- 
tainment USA, which is & 
budget label for licensed 
American software, and MAD 
Chrome, which covers all the 
games that don't come under 
the MAD jurisdiction. 


NfXUJ -iVffX 


r * Nexus — the game, the 
software house anri the prog- 
ramming team. Yes Nexus, the 
game, is still being program- 
med by Nexus r the program- 
ming team, but is now due for 
release from Nexus, the soft- 
ware house, as opposed to 
Beyond 9ui why this strange 
obsession with the word 
J Nexus'? The Shadow won- 
ders: What next?' Will the 
members of Nexus change 
their names to Nexus by deed- 
potl? 


During a recent excursion to 

lad ley, home of that purveyor jjfl 

of fleeced flesh, Jeff Minter, m 

The Shadow learnt that The B 

Hairy One has hidden a coded W ^ 

message in Batafyx* tt can be I ^ y. 

found by pressing the fire Lf 

button when on the options [ 

screen — The hist 27 spnies | jBfe 

that fly past represent the L|ftKs|jfl 

! elT y ■ s o f 1?I €■ d ! p i I >:! hot < i n c ! u 1 1 

mg space'! arid these whi r.h f M 

follow are the message itself. 

Using me new alphabet' it is I / 

possible to decipher the hiero 

glyphs, Innrj / JjBHIUH 

is 

the complete Iran script for Wm H, t BH 

your delectation .. , TM'jm HthLil 

*Hefto there. The Yak speeks to anyone who is bothering to 
decode this '. This game was written over a four month period 
fonger this time perhaps because I have had glandular fever ait 
the way through ft. Oh wed so it goes f guess Yak hopes you 
like Mo Warden's zarjaz tdie screen — expect to see more of that 
stuff in the future. As f write this f listening to me stereo and 

being mega knackered coz I stayed up aff ntte programming, f 
should begetting me Amiga this week — /hope so. if you aren't 
already on Compunet then get a modem and go on fine at once, 
it's great fun. Interesting to see how many reviewers compre- 
hend this one and whether ZZAP! slag it or not I don't think 
ZZAPf likes hairy programmers. Stiff I don't mind, their mind is 
my ashtray. Well see ye. This is the beast signing off and fooking 
fur the nearest goad 


Seen hem is Bump , $et T Spike , g volleyball simulation end the 
first Entertainment USA release The next is s , No, there are 
some things that even The Shadow cannot disclose, for fear of 
fear itself — retribution in the form of Miss Beasley: However, it 
is safe to say that all Entertainment USA games will cost £1.99 
on cassette, but how they will fare against US Gold's recently 
formed budget software label, Amerikji ia, is anybody's guess. 
The Shadow suspects the erstwhile Mastertronic, who are 
celebrati ng th ei r seco nd a n n i versa ry t h is moot h , have the edge , 


Latest Konsmi conversion to 
appear on the Commodore, 


courtesy of Imagine, is Ping 
Pong f a 3D representation of 
the ageing arcade classic 
Pong. The Shadow feels that 
this version doesn't play par- 
ticularly well and isn't on a par 
with its Amstrad counterpart, 
though this opinion hears no 
relevance to the review which 
appears in the next issue of 
ZZAP! for despite beinga 
wholly objective being. The 
Shadow is not obliged to pass 
judgement 


Adept , subtitjed^rc/TOfl //, i$ (quite understandably ) the follow 
up to Electronic Art's Anchor; , and is released by Ariolasoft 
soon. There's also a full review in next month's ZZAP! 


Well that H S it for this month truth seekers as the bonds of I 
melding that form The Shadow fail* Remember, a shadow * 
can not exist without light and THE SHADOW is cast by the light 
of truth. Any information to further the quest for knowledge 
should be sent to ^ j i 
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WERE YOU 
MINDBLOWN 

BY 

MINDSMEAR 

; jST 


Those of you eager i v awtttrng the retease of Mindsnwar. the 
mega— game previewed last month, should have a look at the 
cover date of that issue. Yes, It was April and M/ndsmeaf was 
sadly just an April" FooL a mere prudl ict ot "he fertile imaginations 
or the ZZAPI reviewing team. 

The a ma^ng screen shots went knocked up by binary Magritte 
Bob Stevenson, and were jupt w) ■ they looked like — stills. The 
accompanying tejct does have h A serious points though, and one 
of ihem was to try and silence all ih© moaning minnies claiming 
that software for the 64 has reached hs peak of sophistication 

Technical ly the whole pie e quite feasibly r though the bit 
ebgut the guitar solo wa^ -i notching thp possible slightly. 
However, it ts possible to use ths disk drive as a slave processor, 
but no one seems to have triad it yet. It would speed up 3D games 
a great deal, as calculations cou ld be carried our by the 'second 
.processor , leaving the 64 with more t ime to do its own thing. 

If you did get caught out, don't feel too bad since you re tn the 
same boat as Firebird, Nexus and Bug -Byte (sorry Pater, looks 
|ike we owe you the drink), who all fell for our Nttte 'joke r and 
inquired about the possibility of marketing Mindsmaar. We 
apologise for any inconvenience caused, and leave you to feast 
your eyes once more on the iruly stunning screen shots — but 
this time in full colour. 




Realistic results based on authentic 
playing form, Play by yourself or 
with up to 7 friends 

» THE ONLY COMPUTER GAME 



Available on SpKtnai W r Genmotoi M/Of and ftntrtf CPC4M«MVia 


the no. 1 choice 

for games 

1 72 Union Street ■ Bfnw&MM 98 Corporation Street 
6H«HT»ij 1 57/161 Western Road ■ fflttjroi 1 8 Merchant Street 
flRQAMfY 1 40/1 44 High Street (in Burton Menswear] 
gussovi 28/32 Union Street a LfflB94/% Briggate 
PUMjtfmi 05 Armada Way and > LONDON 1 00 Oxford Street W1 


Z2AP! 64 May 1986 95 





GIANT 
i PACK 


ALL THESE 1 
BLOCKBUSTERS 1 
TOGETHER ON ONE 1 

GIANT 

COMPILATION 

SPECTRUM £9.95 
AMSTRAD £9.95 

COMMODORE 64 £9.95 
DISC £14.95 

[COMMODORE wid AMSTRAD] 

Stocked at Selected branches of: 
WHSi 


.miih, Boots. John Morales 
Woo! worth. Greens. Laskys and ftumbelows 
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DAM BUSTERS 

US Gold /Sydney Developments 


Dropz me is a well wicked shoot em op and is still one of the best 
avails- Ae for the 64, No qu ibbles with the review, apart from the fact 
that if vas compared to Defender when it i$ in fact a Star Gate done, 

GP 


(Jaz)The sound rating was OTT but otherwise I think the ratings still 
stand. 


(G &z) With the exception of originality, which should have been 
lower by about 10%, all the ratings are fine. 


This flight simulation was the cause of much confusion in the ZZAP! 
offices" The game had arrived a month earlier and had been duly 
reviewed, ju&t missing Sizzler status. Just after the review the 
problems began: we'd complained about two major niggling points 
which turned out to be bugs in the program, even the authors had 
failed to spot them. A series of hectic phone calls ensued, including 
one from America, the bugs were rectified and the game 
re- reviewed, this time getting a Sizzler rating — 'an excellent 
program bound to appeal to many tastes' was the overall opinion. 


f remember there being many arguments about dus game , both 
Gary and I thinking that the finished copy was unworthy of a Slzzter 
rating — it was far too boring in my eyes. Stiff, then-editor 
Anderson thought that it should have been, and Sfzzfent was. 

JR 

The cassette version of Dambusters was rather poor, and i: we 
seen it at the time it most definitely wouldn't have been a Sizzler. The 
disk version we reviewed wasn't too bad, but on reflection it doesn't 
really merit such high ratings either, 

GP 


|Jaz) TTie hook ability rating is far too high and should have been late 
seventies, sound in the fifties and overall about mid seventles. 


iGaz) Hooka bi lily in the low seventies, sound high forties and value 
for money mid seventies. 


DROPZONE 

US Gold/Arena Graphics 


When this bftiiianx Star Gate/ Defender based shoot em up arrived at 
ZZAP I r writing almost ground to a halt with the terrible twain 
disappearing into the reviewing room at every available opportunity 
to have another go, ft showed in Gary's comment too: 'Excuse me, 
but I can't spend any more time writing trivial comments when I've 
got Dropzone to play, 1 he enthused, Julian's pooled his complete 
vocabulary and journalistic skills when he commented: 'it's 
£*%%!*? amazing'. Bob found it tough', and said he would r be 
battling for months to come r , , . He did too I 


I loved this game when it earns out, and a year later I s till go back to it 
for the odd game. It'S a superiative shoot em up and still the best on 
the 64 methinks , 
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The second Gold Medal award went to Ultimate's second Arthur 
Pendragon arcade adventure. The ZZAP! reviewers certainly got 
caught up with trying to escape from the ancient tomb and Gary and 
Julian spent many hours mapping and solving the game. Many 
readers found their fare share of problems and phone calls came in 
thick and fast r and the team soon came to dread the words Tm 
having problems with Entombed , . . Can you help me?' Jazza said 
that lit was 'brilliant and guaranteed to keep you in the company of 
owls for weeks', whilst Gazza admitted that it had him Thoroughly 
engrossed from the very first location 1 . Bob got very enthusiastic 
and wrote Wow! Great! Amazing! Incredible! (Get the idea)', I think 
everybody did. 

On reflection l don 't think this shouid been a gold medal game, 
especially with a rating of only 93%. ids a great arcade adventure 
though with some ready ^ cedent puzzles to solve. JR 

While I thought Entombed a very good arcade ad venture. I don't 

think it deserved a Gold Medal. It was overrated in most respects, 
especially originality as it wasn't that original. Also, it was quite easy 
to solve and the testability rating was too high.. 

GP 


ENTOMBED 

Ultimate 


GAMES ZZAPBACKED: 

Dambusters 
Dropzone 
Entombed 
Kik Start 
Rockford's Riot 
Strange loop 
Gribbly's Day Out 


'It's time for your ancient history lesson so concen* 
Irate and listen. Follow me down, down into the deep, 
dark, dank, depressing vaults of Z2AP1 towers. Let me 
just open the door — oh, watch out for the spicier 
webs. Ah, here it is , . . the Newsfield Domesday book, 
where the demented scribblings of a strange sect of 

C ‘ lurnalists have been recorded for posterity. I'll just 
low the dust off so we can see the hieroglyphs . . 
Issue 3, hifimm. Let us analyse the conclusions of 
games previously reviewed and see whether past 
judgements passed are correct or not/ 


(Jaz) Graphics should be around the mid-eighties mark and the value 
for money just under ninety. The other marks are okay I suppose. 

(Gazl Presentation down to low seventies H graphics low eighties, 
sound low forties, originality high sixties, Instability high seventies 
and value for money low eighties. 


KIK START 

Master! ronic 

Originally released on the Mr Chip label Mastertronic took this two 
player, split screen Motorcycle stunt game and released it as a 
budget title. The game has eight courses which have to be raced over 
and some of the are really mean. Although it's fun playing as a single 
player the game's strongest point is the two player head to head 
which really brings out the competitive streak; in the most placid of 
players. It had been a personal favourite of Gary's for quite some 
time and he told readers that J once you start playing you won’t want 
to stop'. Both Bob and Julian commented on its 'incredible 1 price of 
Cl .99. r Go get it now said JR H while Bob 'thoroughly recommended' 
it 

An incredible title for only £1.39 and a game that still gets loaded 
now and then. The two player option is fat and provides as much 
excitement os Pitstop II. 

JR 

I thought this was great value before it was even re-released as a 
budget title. The graphics and sound aren't too hot. but it's a very 
addictive game, especially with two players. 

GP 



!Ja?) The value for money rating was terribly underrated — It should 
have been around 95% ! Hook and testability should have been 
slightly higher too . . . it s still a great game. 

(Gaz)Yes, value for money should have been around 95% as should 
hook and la stability. 




ROCKFORD'S RIOT 

Monolith 


The follow on to the popular Boufderdash caused Bob and Chris lo 
have multiple hernias H but the other two reviewers weren't quhe so 
impressed. With sixteen completely new screens and a couple of 
new features the game has ZZAP I r s very own mini-hero. Rock lord, 
collecting a set number of diamonds before he can move onto the 
next screen. Sob thought it was 'every bit as brilliant as the original', 
and Julian decided that 'if you liked Boufderdash then you'fl like this. 
If you don't then this won't convert you,’ Gary, after having boulders 
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Shrown at him by an irate Rockford* apologised and eventually 
admitted that 'Mike it', 

/ enjoyed p faying the game but found it too simifar to its forerunner 
to rave about it it was a/so easier which was a bit silly — any 
Bouiderdash expert could whizz through the 16 screens with ease. 


True, I did like Rockford's Riot , but I was disappointed with it all the 
same as it looked and played far too much like Bouiderdash. I think 
this was a feeing shared by every one and was hence reflected Fn the 

ratings. 

GP 

i Jaz) The game was slightly overrated, but only just. The value for 
money, hook and Instability ratings should all be taken down a 
couple of points. 

EGaz) I've had second thoughts and I reckon it was underrated by 
about 5%, although originality was definitely too high and should 
have been around 15% 


STRANGELOOP 

Virgin 



This excellent arcade adventure was first waved aside by the 
illustrious i !) reviewing team, but after giving it a few more goes they 
soon became very enthusiastic. The idea of the game is to shutdown 
a large space factory which has been interfered with and is now 
threatening Earth's existence. There are 256 beautiful locations and 
some fiendish puzzles to solve, 'An instant cult classic. Brilliant 
atmospheric backdrops, plenty of action and lots to get your grey 
matter clanking back into action', said Julian. '! enjoyed the 
exploring and blasting of this arcade adverttu re', exclaimed Bob, and 
Gary found it “enjoyable and atmospheric'. 

The graphics are really excellent and lend a great atmosphere to the 
game. I liked playing this and it’s still one of the better arcade 
adventures available for the Commodore. 

JR 

At first i thought Strangeioop was boring, but after playing it for a 
while I started to enjoy it. However, shortly thereafter I lost interest, 
and now I find it really boring to play. 

(Jaz) I think the ratings are fine apart from the hookabiiity which 
should have been mid eighties. 

iGaz) The ratings were OK, apart from l&stability and value for 
money which should both have been around the 80% mark. 




auumoot 


GRIBBLYS DAY OUT 

Hewson Consultants 


It was love at first sight when the reviewing team met Andrew 
Braybrook's wonderful character, Grthhiy Grobb/y . The game 
involves guiding Gribbly around 16 different surreal locations of the 
planet BJahgOr, and rescuing eight little Baby Gribblets found about 
the place. Bob explained that 'the game is unashamedly cute and 
benefits greatly from it' and Gary admitted that the 'Cute, amusing 
graphics and excellent control methods got me immediately 
hooked r , Julian reckoned that 'collecting Grihblets has never been 
so much fun' » 


A britlfam game which was sadly missed by many Commodore 
owners. 4r eight quid it's great value for money and wail worth 
purchasing if you haven 7 got it 



Gribbfy's is really neat and was underrated at the time. It r s a superb, 
polished product which deserves greater acclaim. Unfortunately it 
d idn J t have th e sa m e effect o n t he pu b lie as it d i d on us. N eve r mind. 

GP 

(Jaz) In my opinion the game was underrated — 92 or 93% would be 
more fitting to the overall mark of the game. 

{Ga*j Presentation mid nineties, testability up to mid nineties and 
value for money around 94% 
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Available now in Firebird's ‘ Hot Range for 
Spectrum 48K and Atari 48 K, and available 
soon for Commodore 64 and Amstrad 
-buy them while they're ‘HOT, At £7.95. 

Ff e&ra n s Registered lr*te Vyrkof BniishfetecarmrficaliLvissIc. 



FIRE BlAD SOFT WARE WE LLM TON HOUSE 

UPPER ST HART** S LANE LONDON WCZ H SDL 


HAL, ORDER 

iPln JIP4 Mil* ruima dI game rnKhiCv, ■- asurtla cm ni:;n hi-h] -m^nWy rB-tp^wd 

En^MdcraB^ch*qu^POri%a!itfpayal^^FREE]«DSQfTWAfiE- W 

□f*ors*rfl+ u *> t +<:| b<VHfeabririy Orton £>« MapslLfM>dp |i "^n4JHT , Aifhicfl5 
in^vtnf* ol VAT and pcwt^go 

WWLOnDEfl:ALP«mt KJtf, l FRE£POS t FIH F BIRD. VrELUHti TON HOUSE 
UPPER: iT. HAiRTH 5 LANE, ttW «JL -* 


Expect From Firebird. . . Publishers Of The U.K.’s Most Exciting Software 






At last — the Commodore version o< MATCH DAY. 



ly part of the old 
Imagine. I asked 
him to explain 
the re-emer- 

S jence of 

maqine. 

We wanted 
to buy the Ima- 
qine name and 
the logo. Obvi- 
ously, being 
closely in con- 
tact with the 
liquidators, you 
say, "what's up 
for grabs, is 
there anything 
which will be of 
use to us?" 
After all, with all 
the advertising, 
whether good, 
bad or indiffer- 
ent, it was a 
market name 
that was known. 
You had to have 
been on Mars 
not to have 
known the 
name of Imag 
ine, so it was 
already establ- 
ished. The diffi- 
culty was whe- 
ther you con- 
sidered it as a 
Titanic — was it 


niike the old 
Imagine s mag- 
nificent Liver- 
pool edifice, 
Ocean's Man- 
chester offices 
in Central Street 
are surprisingly 
modest, both in 
size and appea- 
rance. The first 
person I spoke 
to was Colin 
Stokes, former- 


actual link-up with the Ocean 
group and Konami,' Colin exp- 
lained. 'That really set the scene, 
because if everyone knew what 
Konami was all about they'd 
realise that there was some 
really high-calibre products 
amongst ft all. We'd looked 
Hypersports as the major pro- 
duct, after all when you do a deal 
you look at the goodies and the 
baddies. You always get one or 
two weak titles in a deal, but we 
looked at Hypersports as being 








i 


OCEAH 





renaming 

RJE NAME OF 
THE GAME 


Today Cl 

IMAGINE have g 
own to become 
of the largest 

houses in II 

j They've certainly 

had their ups and 
downs and have tc- 

quired a reputation 
of heavy promotion 
andl for not always 
slicking to their n* 
lease dates JULIAN 
RIGNALL was sent to 
I Manchester one cold 
wirrry day to chat to 
the men behind the 
hype 


The forthcoming: GREEIM BERET. 


worth raising or 
not? 

‘The re-emer pence of Imagine 
has been really successful — 
with the marketing strength that 
Ocean has it was really easy to 
resurrect the name of Imagine. 
People didn't say '"Let's hide. 
We don't want your products, 
we've already got thousands in 
our warehouse/' they just took it 
as another opportunity to sell 
software and make a profit/ 

And how easy was it for 
Imagine to start again, and how 
were you received second time 
around? 

From a personal point of view 
tt was easy for me because I was 
originally the sates manager 
with Imagine anyway. So when I 
went knocking on doors saying, 
''Here ( am, i J m an Imagine 
representative again/' it was all 
very friendly and well received, 
We bought the name and we set 
up a deal to take World Series 
BesebaH la ZZAP! Sizzler), one 
of the games made available by 
the liquidators, which was a 
Stron g ti t I e , t here wa s n r t a nother 
tike it around. That and Wizadore 
on the BBC were the opening 
gambits, then Hyperspons 
came along which got good 
reviews/ 

With the whole project taking 
off so swiftly I was curious to 
know what was happening at 
Imagine during that period. 

1 think that the hype was the 
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the real blockbuster, and that's 
been proved to be quite correct 
because it's been out since last 
summer and we're still taking 
Orders for it now!" 

The subject then turned to the 
development of new titles. Mr 
Stokes revealed, "We try to keep 
the best titles in house so we can 
have a day-to-day viewing on 
how the programmers are gett- 
ing on, but if you appreciate the 
size of our operation with US 
Gold, Imagine and Ocean you 
really do have to contract out. 
We have up to sixty program- 
mers contracted out at one time 
which is very, very tough to co- 
ordinate. With the Imagine thing 
(arcade conversions) the hard- 
est thing is reference — for 
example We Ar Kung Fu wa$ 
referenced directly from the 
arcade machine. This is exactly 
the case with Green Beret, the 
next one in the Konami range, 
that's a super product by the 
way. The thing is we're not al- 
lowed to be distracted from the 
original. We do have to follow 
the program exactly and can't 
say this is a little weak in this 
section let's change it' 7 

I was quite surprised at that, 
and enquired whether the pro- 
grammers ever felt tied down by 
Such a hefty ruling? 

'Yes, they do. The contract 
that we have is obviously very 










well have about 100-120 pro- 
grammers working for us. es- 
pecially now with all the Ulti- 
mate games, Ocean's bigger 
title range and Imagine's arcade 
label* You see* while we're open 
for people to be able to walk in 
the door we re always open for 
new ideas. The programmers 
and coders are the creative 
aspect of the industry — anyone 
can go around licencing titles* 
What you have to have at the 
end of the day is some sort of 
intellectual property which we 
then publish, I always say that HI 


An enrty version screen of PING PONG — still under development 


publish a nythi ng th at so m ebody 
brings in if it looks good. We're 
always trying to broaden our 
horizons of both the type of 
games we sell and the age group 
we re aiming at so we can get 
the largest possible audience.' 

With Ocean releasing a lot of 
licenced' games II asked Colin 
Stokes to explain the process of 
getting a licence for something 
I like, say, Rambo, 

It's a question of the strength 
of the guys here. If you go to the 
agent and say we want to pro- 


lucrative. Konami are the best 
for arcade programs and we're 
very glad to be on board with 
them. So if part of the deal is that 
you produce the product as per 
original we're pleased to do so. 
We're just a vehicle for con- 
verting the games to the home 
micro, we can't show our own 
expression, that r s the deal. The 
programmers come in and say, 
Tdliketo do this and that" but if 
it distracts from the original 1 
have to answer no/ 

And do Konami have the final 
say to whether a game is rel- 
eased or not? 

Well, we can't produce a 
game until they've looked at it. It 
can have you sitting on the edge 
of your seat in factr exclaimed 
Mr Stokes, 

Ping Pong is guile an odd 
release* after all ft never really 
appeared in British arcades in 
any large numbers. I asked Mr 
Stokes what he thought of the 
game, especially after its very 
favourable AMTIX accolade 
review. 

'Ping Pong is a dark horse 
really,, but it r s a super product 
and I think it'll do very well.' And 
after looking at the Commodore 
version I quite agreed. 

With the Konami series soon 
to be converted in their entirety I 
asked about Imagined plans for 
the future, 

Well we have lots of ideas 
bubbling under at the moment 
which are unfortunately confi- 
dential, but you name it films . , . 
its all there for the taking if you 
know what you're looking for* 


Once Green Beret is out of the 
way we'll take a deep breath end 
look again. We've got enough 
plans to get us through to March 
1987 it J s just a question of how 
we go about it.' 

Despite the concentration on 
conversions or tie-ins. Imagine 
did release a Spectrum game 
called Movie recently, and it 
received a CRASH Smash. Its 
Yugoslavian programmer just 
sent it in the post and a deal was 
made with him over the phone, i 
asked Colin whether that hap™ 
pened often. 

'With your name constantly 
being dragged into conversa- 
tion you do get people bringing 
in products knowing that if it's 
sold through Ocean or Imagine 
that it'll do well with nice art- 
work, so we get a large postbag 
on that side. Some are good and 
some are bad but we also eval- 
uate the software on the merits 
of the programmer's future. The 
enclosed thing might be very 
ordinary but there might be duce a game, we have to assure 

touches where rf he wants to do them that we're not going to 

something else and work with bring the name of out friend 

us then we might give a sort of with the muscles down, and 

retainer and say send your next because of the size of the corn- 

product to us, or try out a pany and the market presence 

conversion,' you stand more of a chance 

Ocean's chairman, David pitching in and getting it than a 
Ward, expanded, 'When we lesser company, 
started in the old days of mail 'What we do is look at the 
the days order when you adver- market place and see what 

tised in Your Computer or some- corn m od Sties wou Id do wel I. 

thing and waited until the next When you're in the situation 

Tuesday and hoped that there when there's a mass media 

would be some replies, put them coverage you iust jump on and 

in a jiffy bag and off they'd go — do a product, that's what makes 

atthattime programmers would sense. All of the endorsements 

we've had have worked very 

^ well, Frankie and all. r 

h. Just lately British Telecom 

seem io betaking the headlines 
with ail the money they are 
mmmmiM prepared to splash out on pro- 

— crammers and development, 
fl Does Imagine feef they are 
|™Jjl battling with British telecom 


The only working screen of MlKlE 


involved to be looking at what 
other people are doing. If some- 
body said that British Telecom 
have offered me three times the 
money to do something then 
we'd say take it, and we'll see 
you after you've finished it. We 
can't afford that thing to escalate 
because before long we r d be 
paying extortionate fees/ 

The burning question: what 
on Earth happened to Knight 
j Rider and Street Hawk? 

With a conversion you desig- 
nate three months, give or take a 
few weeks, and unless there is a 
major bug found, twelve weeks 
usually suffice. Now. the game 
was started in-house and the 
guy spent three months, then 
four, then five. Now, what do 
you do as a commercial com- 
pany? We've said that it was 
going to be the first of the month 
and now ifs two months late 
and hasn't appeared. What ha- 
ppens is that you have to gear 
your advertising to the date that 
the programmer tells you. You 
go up and book X amount of 
space in magazines, and you've 
got the programmer sitting 
there and you say* lf do you 
promise that the game is going 
to be finished by then?" and he 
says, ''no problem". What are 
you supposed to do? There are 
only a limited amount of carrots 
that you can dangle in front of 
them. Now the three months 
turn into several which doesn't 
do the company or our image 
any good — we're always very 
Susceptible to this sort of sit- 
uation, Knight Rider and Street 
Hawk were the same. 

Look at our Commodore sch- 
edule for Easter: Ping Pong* 
Superbowb Movie f v. Green 
Beret , Knight Rider, They Sold & 
Miffion H and Street Hawkl As 
you can see, it's quite a task 
really, but well pull through/ 

Interested by the mention of a 
follow on to They Sold a Miffion 
David Ward told me that Bruce 
Lee, Match Point , Match Day and 
Entombed were to go on it. 1 
asked him about the current 
spate of compilations, why the 
sudden increase? 

The whole justification for a 
compilation didn't really exist 
before because within six to 
eight months the game stopped 
selling just because the coding 
was out of date, and that was 
true up to about last year, Things 
like Shadowfire and Frankie, 
maybe, were the first products 
which had coding which would 
be relevant for the next few 
years. Now you can bring them 
out in another sort of form and 
they haven't been made 
redundant/ 

Looking at the future of the 
industry T asked Mr Stokes his 
views. 

'H/s a very fickle industry. 
There are no guarantees for the 
software houses and there are 
none to r the d rstributofS* so who 
would be brave enough to pre- 
dict what's going to happen this 
time next year? "mere has been a 
marked increase in the quality of 
software, but you're only ever as 
good as the quality of your 
games. You have your hardcore 
following and you have to try 
and keep their interest. We have 
to move with the times. 
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Cqmpgttci can say* tupmuw 64 repairs ft 
Protects against pow*r supply failure # 
Simply plug between supply and 64 ft 
Fuse Foil indicating LEO * 

Transsenl suppressor also included * 
COMPLETE PACKAGE t i?c;n f'OST# 


3 8ndgema<v Ttrrgc^ Wigan 

Lancashire, WN1 1 BY. 
Telephone (0042) 323484 



HERE tS YOUR CHANCE TO PURCHASE THE FANTASTIC 

SUPERKLONE 


FOR TAPE BACKUP ON COMMODORE 64/ 1 28, VIC PET 

HOME COMPUTERS. 

FULL INSTRUCTIONS SUPPLIED 
NO SOFTWARE REQUIRED 
100% SAFE TO USE 
100% SUCCESSFUL 

ALL YOU NEED TO USE SUPERKLONE IS YOUR COMPUTER 
AND ACCESS TO 2 DATACASSETTES 
SUPERKLONE WILL COPY ANY TAPE PROGRAM THAT WILL 
LOAD INTO YOUR COMMODORE, IN MANY CASES THE 
COPY MAY BE OF BETTER QUALITY THAN THE ORIGINAL 


WARNING 

IT IS AN OFFENCE TO COPY COPYRIGHT PROTECTED 
SOFTWARE FOR GIFTS OR RESALE 


TO RECEIVE YOUR SUPERKLONE 

Please cross your cheque or postal order for £8,95 and make it 

payable to TURBO SO FT 
and send it off now to: 

TURBOSOFT, 74 SKIPTON ROAD, BARNOLDSWICK, COLNE, 

LANCASHIRE BBS 5EG 


DONT FORGET TO ENCLOSE YOUR NAME AND ADDRESS, 

in the unlikely event that your SUPERKLONE failing on any 
program, just send it back within 28 days of receipt and we will 

refund your money. 





100’s 

OF TITLES! I 


COMMODORE 

IN MANCHESTER 


NOW 
JTOCK 


ONE OF THE BIGGEST 
RANGES OF SOFTWARE 

IN AND AROUND 

1 MANCHESTER 


JOYSTICKS, SPEECH SYTHESISERS, 
MOUSE, SKETCH PAD, COMMODORE 1 28 t 
DISC DRIVES AND LOTS MOREl! 


A WIDE RANGE OF SOFTWARE FROM 
WORD PROCESSORS TO GAMES 
ALL GAMES AT BUDGET PRICES: 

AT If AST 50 ona 


H US , . Pt US. . P l US. . PI US. . P t US. . PI US. . PI US. . PI u 


NOW IS THE TIME TO CALL IN AT: 

BUDGET 
SOFTWARE 
CENTRE 

51 FENNEL STREET 
MANCHESTER M4 SOY 

OR TEL: 061 -834 2808 
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title producer % issue page 

A VIEW TO A KILL DOMARK 36 4-23 
ACE CASCADE MS-26 

ACTION HIKER; CLUMSY COLIN WASTER IRON 1C 


634 40 

MMAZZ the edge 702- 5S 

51 3 '< 8 

AQUA RACER HUBBLE HUS 6G 1-42 
ARC OF YESOD THOR 91 T1-20 
AXIS ASSASSIN ARIOLASOFT 70 7-1 00 

BATALVX ARIOLASOFT 94 8 1 2 

BATTLE FOR NORMANDY US GOLD ?4 1 1 13 

B£® IC G ROOD'S REVENCE US GOLD JB 2 24 

WA S r2^™^JV R ^ S0F,WARE EJECTS 57134 
;1EACH H EAD I I US GOLD W 4-M 

BLftCKWVCHE ULTIMATE $3 S-3G 

BLADE RUNPVBt CRL39 10-68 

BJAGg^OOES TO HOLLYWOOD ALLfGATA 71 2-104 

NDER GREMLIN GRAPH ICS $7 1 0-2Q- 

bounty bob strikes back us gold 89 1-3$ 

BftlAN BLOODAXE THE EDO E 18 4-89 

BRIAN JACK ’S SUPEHSTAR CHALLENGE MARTECH 78 

BUCK ROGERS US GOLD M 1 -E8 

CAPTIVE MASTERTRONJC 61 4 42 

wuldrow palace software bji iiu 

CAVERNS OF SiLLQHC fNTERCEPTOR 80 1-56 

CHICKIN CHASE FrRESIflD 79 3-76 

CHIMERA FIREBIRD 70 9-25 

CHOPPER CREATIVE SPARKS' SPARKLERS 58 3-44 

OljHMD 9 MONARCH 18 3-1 90 

qflpus CIRCUS fire biro 2 B 3-3fl 

COOENAME MAT II OO MARK 4Q 3 20 

COMBAT LEA OCR US GOLD 63 1 -1 14 

COMIC BAKERY IMAGJNF 35 12-25 

COMMANDO ELITE 77 1 0-26 

CONAN US GOLD 32 3-83 

CONFUZPQN ^NCE NTJ VE 89 4-95 

W ROBBERS ATLANTA 9 7-3 7 
CRAZY COMETS MAR TECH 84 B-3B 
CRITICAL MASS CHJRELL 59 1 
CRUSADE IN EUROPE US GOLD 55 7-43 
CYIU FIREBIRD 65 8-26 
D AMBUSTtRS US GOLD 78 2-74 


DAMBU STERS US GOLD 8 1 3-68 

n«£I2?[S , Ji 1EtB0URNF HOUSE 41 156 
DWTHWAKC QUICKS ILVA 66 1 1 23 
DESERT FOX US GOLDS? 10-04 
OCKIE'S DIAMONDS ATLANTIS 22 6-115 
DIG DUG US GOLD 544-66 
DOfilATH VIRGIN 476-18 
KXJGHBOY US GOLD 18 7 32 
DgAGONSKULiE ULTIMATE 48 11 -37 
□ROPZONE US GOLD 95 3-1 B 
DYNAMITE dam MIRROASQFT SO 9- 1 6 
ELECTROSOUND OHPHEUS 97 S-9S4 
EliDQN OR PH EUS 83 4-46 
ELITE FIRE BIRD 95 1-16 
ENIGMA FORCE BEYOND 66 11-43 
ENTOMBED ULTIMATE 93 3-2? 

ESTRA FI-HERIRD432-&* 

EV™ YONesA WALLY MIKROGEN 92 2-50 
FACUP FOOTBALL VIRGIN 71 12 33 
FIGHT NIGHT US GOLD 93 10- te 

SSSHSl??* W>0R MELBOURNE HOUSE 45 9 32 
^NDERS KEEreRS MASTERTRONIC 90 6-36 
fIVE-A-SID£ FOOTBALL ANIHOG 69 5-23 
FRAK! STATESOFT71 1-112 
FRANK BRUNO'S BOXING ELITE 69 0-10 
FRANKIE GOES TO HOLLYWOOD OCEAN 97 5 20 
FHIOAY THE 13TH DOM ARK 13 19-37 
GATES OF DAWN VIRGIN 54 3- 164 
GERRY THE GERM FIREBIRD 39 12-30 

Gertie goose heelax 14 1& -92 
GHETTQBLAStER VIRGIN 69 3-62 
GHOST CHASER US GOLD 63 6-167 

!S^.S! TO moao £TREETARGLJS PRESS 
GLIDER PILOT CRL31 2 112 
MONIES US GOLD 67 934 

™ l K^S3r^rS 3 T' OGEN,C71! - , ' 


GYROSCOPE MELBOURNE HOUSE 4fl 10-25 
HACKER ACTJVISION 87 7-24 
HARDBALL US GOLD 93 11-32 

Y "UN M IKROGEN 59 4 1 04 
HERO OF THE GOLDEN TALISMAN MAD 7S 9 33 

K'JEHHES MI^OflSOFTMjSl 1 
HUICHBACK AT THE OLYMPICS SOFTWARE PROJECTS 

SySEFSSSH 11 MASTER TRONIC 5T 7-62 
[JJPERSPOflTS IMAGINE 94 5-14 
WWCJjOjrTALUGATA 75 2-53 
WN BOTHAM’S TEST MATCH CRICKET TYNESOPT 32 5 

ice palac e creative sparks 722-110 

IMJ+OTEP ULTIMATE 26 9- 15 
Sf^^^NAL BASKETBALL COMMODORE 92 2 77 
TENNIS COMMODORE 86 4-90 
Jack attack commodor e 5* 1 -50 

flSHMWG AUJGATA 794-42 
SET WILLY l| SOFTWARE PROJECTS 24 4 1 00 
JUNAH BARRING TON 'S SQUASH NEW GENERATION 70 

JUMP JET AN IHOG 42 4-92 

HSS-H^^ONICtt 11-25 
KARATEKA ARIOLASOFTSO 7-102 

^■XjVgP-R ^TjyF SPARKS' SPARKLERS 61 5-70 

El?™ 0 V APfT,OACH US GOLD 83 5-106 

K* START MASTERTRONIC 90 3 42 

KNOCKOUT ALUGATA 31 3-52 

KORONIS RIFT ACTIVISION 959 8 

f'yi^PLI MASTER US GOLD 70 11-31 

LANDS OF HAVOC MICRODEAL 354-44 

LAW OF THE WEST US GOLD 79 12 22 

LHTLE COMPUTER PEOPLE DISCO VERY KIT ACTIVISION 





MAINTENANCE MAN MASTEfiTRONIC 79 2 84 
MR DO US GOLD 75 8-42 
NICK FALDO PLAYS WE OPEN ARGUS PRE 5S 
SOFTWARE S05 24 

NIGHTSHADE RRE3IRD 54 1 1-4224-34 

ON-COURT TENNIS ACTIVISION £Q 2 22 

ON-FIELD &AS€BAUL ACTIVISION 712-35 

ON-FIELD FOOTBALL ACTIVISION 62 2-45 

ONE RITE TOO DEEP REELAX 9 10*92 

ONE MAN AND HIS DROID MASTEflTRGNIC 1111-39 

OPERATION SWORDFISH BRITISH SOFTWAR E 19 3-70 

OPERATION WHIRLWIND AFIIQLASOFT 76 3-36 

OUT ON A LI Mil AN I ROD 36 5-62 

OUTLAWS ULTIMATE 35 10-24 

PACMAN US GOLD 954-80 

PARADROSD HEWSON 97 7 12D 

FASTFINDER, ACTIVISION 8S 1-20 

PENETHATOR MELBOURNE HOUSE 50 1 -49 

PHANTOMS OFTHE ASTEROID MA5TERTRQNIC 73 12-26 

PINBALL CONSTRUCTION SET AR lOLA&OfT 94 6 26 

PfTSTOP H CBS 69 2-42 

POKER DUCKWORTH M 3-79 

POLE POSITION US GOLD 70 1 52 

QUAKE MINUS ONE MONOLITH 65 11-41 

QUASIMODO US GOLD 76 2 -90 

RACING DESTRUCTION SET ARIOLASQFT 95^20 

flAMBQ OCEAN 65 10-23 

RASKEL BUDGIE MS-36 

RESCUE ON FRACTALUS ACTIVISION 91 5-HX) 

REVS FIRE BIRD 96 10-32 

RICHARD PETTY STALLAGES A AUDIOGENIC 69 2 33 

ROBIN Of THE WOOD ODIN 92 9-43 

ROCK 'N J BOLT ACTIVISION 61 1-22 

ROCK 'N' WRESTLE MELBOURNE HOUS£ S3 12-37 

ROCKFORD'S RIOT MONOLITH fl2 3-23 

ROLAND’S RAT RACE OCEAN 71 3-32 

RUPERT AND WE ICE PALACE QUICKSILVA M 3-32 

RUPERT AND THE TQYMAKER'S PARTY QUICKSILVA71 

^22 

SABRE WULF FIP.EB IR.O 40 7-54 
SAUCER ATTACK AR lOLASOFT $0 7 56 
SCALEXTR1C LEISURE GENIUS 7S9-50 
SCARABAEUS ARIOLASOFT 96 6-8 
SCHIZOFFENIA QU ICKSlLVA 50 S- 92 
SEASIDE SPECIAL TASK SET 61 1 33 
SHADES DUR6LL 37 1-36 
SHADOWFIRE BEYOND91 1-66 
SHOOT EM UP ALUGATA46 £-24 
SKOOLDAZE MICROSPHgRE 79 9 3$ 

SKYFOX ARIOLASOFT91 5^ 

SKYJET M ASTE RTRON 1C 79 2 -62 

SOFTWARE STAR ADDICTIVE 43 1 43 

SPACE PILOT II ANIROG 36 1&-&7 

SPEED KING DIG ITAL I NT$G RATION 86 6-1 14 

SPELUNKER ARIOLASOFT 79 2-110 

SPfTF IRE-40 MIRRORSOFT33 3-34 

SPOOKS MASTE RTRON 1C 70 3-109 

SPY HUNTER US GOLD 67 1^40 

SPY VS SPY II BEYOND 92 6-1 12 

SPY S DEMISE ^PY STRIKES BACK ELECTRIC DREAMS 

10 3-22 

STARFlRErtTRE ONE CBS 22 3-3 6 

STAR ION MEL BOURNE HOUSE 45 10-90 

STARSHIP ANDROMEDA ARIOLASOFT 52 12-32 

5 1 1 A LTH ARlOLASOFT » 15 

STEVE DAVIS SNOOKER CDS 7& 7 -99 

STOP THE EXPRESS COMMODORE 66 4-104 

5TRANGELOOP VIRGIN 86 3-74 

STRINGER ADDICTIVE GAMES 4J 3-36 

BUMMER GAMES II US GOLD 97 5 16 

SUPER HUEY US GOLD 67 146 

SUPER PIPELINE H TASK S€T$$ 2 26 

SUPER ZAXXQN US GOLD 57 6 23 

TASKMASTER CREATIVE SPARKS' SPARKLERS 77 3-64 

THE ADVENTURES OF BOND... BASILDON BOND PROBE 

SOFTWARE 43: 1 2- 34 

THE BULGE ARGUS PRESS SOFTWARE $3 3-44 


URIOHUM HEWSON 94 1 1 -1 00 
VAGAN ATTACK ATLANTIS 19 5- 104 
VQKTTON BUDGIE 71 

WAY OF THE EXPLODING FIST MELBOURNE HOUSE 93 
4-3$ 

WEB DIMENSION ACTIVISION 27 1 <34 

WHIRL YNURD US GOLD $5 3-70 

WHO DARES WINS II ALL IG ATA 99 8- 1 28 

WILLIAM WOBBLER WIZARD DEVELOPMENT 65 7-35 

WILLOW PATTERN FIREBIRD 50 9 20 

WINTER GAMES US GOLD 94 7-194 

WIZARD S LAIR BUBBLE BUS 897 12 

WIZARDRY THE EDGE 71 7-14 

WORLD CUP 31 ARTlC 43 7-1 06 

WORLD CUP SOCCER MACMILLAN 7* 7 3$ 

WORLD SERIES BASEBALL IMAGINE 87 2-1 Ofi 
YABBA DABBA DQO QUICK SELVA 60 1 L2& 

YIE AR KUNG-FU IMAGINE 68 12 24 
Z RIM) -88 0-30 
ZOIDS MAPTECH 96 12-20 
ZORHO US GOLD 78 10-38 
ZYTO VIRGIN 498-15 


THE CASTLES OF DOCTOR CRE EP ARIOLASOFT 65 7 34 
THE EIDOLON ACTIVISION 97 1^20 
THE FOURTH PROTOCOL HUTCHINSON COMPUTER 
PUBLISHING 95 4-96 

THE GREAT AMERICAN CROSS-COUNTRY ROAD RACE 

ACTIVISION 77 5Q 00 

TH£ LAST 37 8 21 

THE LORDS OF MIDNIGHT BEYOND 91 1*82 

THE RATS HODDCR AN D STOUGHTON 79 7 -30 

THE ROCKY HORROR SHOW CfiL 43 4*72 

THEATRE EUROPE PSS 94 2 -18 _ f 

THING ON A SPRING GRE MLlN GRAPHICS 93 4 1 8 W 

THUNDERBIRDG FI REBiRD 77 9 22 fg 

TWl LOVE S CRICKET PEAK50FT 56 1 -44 £ 

TIME TUNNEL US GOUJ46 12-10 R 

HR KA NOG GARGOYLE GAMES 67 1* Cf 

TOPPER THE COPPER ENGLISH SOFTWARE 65 8-20 1 

TOUR OE FRANCE ACTIVISION 766^115 

TRIVIA UK ANiROQ 62 7-33 

UNDERWURLDE FIREBIRD 69 9 18 

UP ly DOWN US GOLD 71 1-124 


TTTLE PRODUCER % ISSUE PAGE 


ADVENTURE CONSTRUCTION SET AftlOUSDFT 24 7-82 

ASYLUM US GOLD 62 3^5 

BEATLE QUEST NUMBER 9 SOFTWARE 74 5-78 

BORROWED THE AtTfVlSlON 9CM M5(3 

CASTLE BLACKSTAK CDS 01 3 92 

CASTLE DRACULA DUCKWORTH 2fl 2-82 

CASTLE OF TERR OR MELBOUR NE HOUSE 67 1-73 

CAUSES OF CHAOS CRL 53 1 9-70 

CRYSTAL FROG SENTINENT 71 5-70 

DEADLINE INFOCOM 93 $-7$ 

EMERALD ISLE LEVEL 1 72 

FAERIE BTH DAY 60 3 - 108 

GRAND LARCENY MEL BOUR N£ HOUSE 52 2-$3 

GREMLINS ADVENTURE 1NTERNATIONAL80 2-61 

HITCHHIKER'S GUIDE TO THE GALAXY IN FOCDM 74 3-84 

ICE STATION ZERO 6TH DAY 52^109 

LORD OF THE RINGS ME LBOUR NE HOUSE 85 12-78 

MASQUERADE US GOLD 59 t0-6f 

MINDSH ADOW ACTTV1SION 66 1 -74 

MINOSHADOWICASSI ACTIVISION 75 9 107 

MORDON S QUEST MELBOURNE HOUSE 95 4-85 

NINE PRINCES 19 AMBER : ElARIUM 53 12-74 

PERRY MASON - THE CASE OF THE MANDARIN MURDER 

TELARIUM 1712-75 

OU ANN TULL A 0TH DAY m 9-108 

QUEST FOR THE HOLY GRAIL MASTER TRONIC Uf AS- 103 

RED MOON LEVEL 9 90 6-77 

RIPPER ECLIPSE SOFTWARE 50 1-74 

ROBIN OF SHCSWODO ADVENTUF1E INTERNATIONAL TO 

7-64 

5COOP1 SENT1N ENT 32 6-8 1 

SEAS OF BLOOD A0 VENTURE INTERNATIONAL 759-fOfl 
SORCFROR INFOCOM &$ 2-6* 

SOULS OF DARKON TASK SET 40 11 62 

5PELL&REAKBR INFOCOM 92 1 2 74 

STAR CROSS INFOCOM 94 7 -S3 

SUBSUNK FIREBIRD 42 3-84 

SUPER GRAN TYNESOfT 25 444 

SUSPECT INFOCOM 099-100 

T £R FIORMOU NOS MELBOU RNE HOUSE 68 5-108 

THE AMULET SENTINE NT 60 6-01 

THE HELM FIREBIRD 73 3-84 

THE HOBBIT MELBOURNE HOUSE 78 1 73 

THE LOST CfTY STEP ONE 23 4-65 

THE MAGICIAN'S BAJlLGLO&AL SOFTWARE 75 9-106 

THE NEVER ENDING STORY OCEAN 666 107 

THE SCROLL OF AKBAR KHAN STEP ONE 19 4^85 

THE SECRET DIARY OF ADRIAN MOLE MOSAIC 75 8- 109 

THE SNOW QUEEN ST BRIDES 59 1 2-74 

THE TRACER SANCTION ACTIVISION M 1 74 

THE WIZARD AND THE PRINCESS ALL AMERICAN 

ADVENTURES 15 7-BS 

TIME SEARCH O UCK WOP 1 H 20 2 -62 

TROLLBOUND QUESTUNE 69 13-75 
ULYSSES US GOLD 45 6- 167 
VALKYRIE IT RAM JAM CORPORATION 67 171 
VELNQfTS LAfl ATLANTIS GOLD 53 5-71 
WILD WEST ARlOLASOFT 65 tQ-74 
WI5HBRIN-GFR INFOCOM 38 10 ^8 
WITCH'S CAULDRON MtKRO -GEN 55 1-73 
WORM IN PARADISE LEVEL 990 10*71 
ZOftK I, H AND II INFOCOM & 4-86 
7 V V Y// MASTERTRONIC 38 11-63 








EARTH SHATTERING EXCITEMENT! 


The landscape moves in ext remely fast 3D 
It 's gonna be big" Zza p < 


Superbly produced graphics 


Your Commodore 


From the mind of Mike Singleton comes 
an arcade/strategy game that will take your 
Commodore to its limits... 

Do you have the courage to go with it? 


CBM 64 

£ 9.95 


Quake Minus One is available now from Software dealers everywhere. 

In case of difficulty write to: Beyond, British Telecom, Wellington House, Upper St. Martin's Lane. LONDON WC2H 9DL 



w 


E 


ell there we were, sitt- 
ing in our office on the 
34th floor of ZZAfil 
Towers, gentry degenerating 
and wondering what had hap* 
ened to the British Software 
industry Hs there anybody 
there? r I when there came this 
violent rap on the table top. 
Leaping from post- lunch eon 
trance to seance lakes some 
effort r and while composing 
ourselves to receive a commun- 
ication from Beyond ( probably 
to tell us that despite Clive 
BaHey's sudden move to Nexus, 
they're still alive), Mr Penn real- 
ised that the rapping noise was 
caused by the modem that had 
fallen out of the back of the 
CommQdore, so we decided to 
log onto the Net, 

The ID went in as did the 
password when What should we 
reeled with but, 'You are de- 





after lunch log-on problems, 


apace 


arred from the system'. Under- 
standably enough this caused 
much worry and we started to 
scan our memories tor anything 
rude that may have been UPL- 
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Ded to cause such obvious of- 
fence from Compunet, But Our 
minds drew blank and it was 
generally decided that a call to 
the gorgeous pouting j Sic} Jane 
was in need. Luckily the sys- 
tem's rudeness to us was due to 
a glitch within the mainframe 
software that objected ta the 
in our ID (Z2AP! 64) and 
er a bit fiddling a new ID and 
password were issued. If any of 
you are wondering as to the 
relevance of all this rhetoric, it’s 
to inform anyone wishing to 
MBX US that 22AP!'s ID is 
ZZAPI64 (no space}. 

On the subject of M-BXs we 
must apologise for our lack of 
consistency in answering any 
mail sent our way . From now on 
we duly promise to reply to 
anyone who wants to chat to us. 
Specific apologies should 90 to 
the Dude and Tinsle, seemingly 
lonesome up loaders into our 


22AP\ spot In the Zapdub. This 
is also an area we intend to use 
far more often in the near future. 

Another net user that de- 
serves a mention is JB9, a nice 
type of guy who just happens to 
hate me (this is Gary liddon 
speaking I . There I was happily 
strolling onto Party line when a 
flurry of unprintable abuse was 
hurled in the ZZAF ID'S general 
direction, What prompted this 
we do not know but we'd be 
interested to learn why JB9 feels 
so peeved. 

Quite interesting was the arri- 
val of the first ZZAF! CNET bill, 
did we really spend that much? 
One thing we did fork out cash 
for is the Doug Hare (MACHB1I 
editor enhancer* This neat bit of 
coding extends the normal 
CNET frame editor held within 
the modems's ROM into a very 
comprehensive io-res art pack- 
age. The range Of functions 


realty is quite astounding. Very 
neat is the ability to plonk inertia 
onto the plotting cursor allow- 
ing curves to drawn very nicely 
indeed with a joystick, Access to 
text is also provide within two by 
two characters. Different char- 
acter sets can be loaded in and 
each character displayed can be 
coated with a wash of colours 
allowing metallic like sheens to 
adorn any characters shown. 
Any of you cynics Out there 
should have a look at Richard 
Hare's to- res screens as created 
with this editor enhancement. 
They really are quite stunning, 
and although it costs £6.95 it's 
certainly worth the money 

Well that's about it for this 
month, and as usual ( shall hand 
you Over Brigitte Van Reuben, 
art critique of the CNET Art 
Gallery, who, despite the abuse 
hurled in her direction by an 
annoyed reader in last month's 
ZZAPI Rrap, remains undismay- 
ed, unrepentant and as charm- 
ingly verbose as ever. 



THE ART GALLERY 


aw CONSCIENCE, UVf AID 
[Hugh titeyl 

Onis older work of -Rile Vs rem- 
ain* very much in IN 4 mal«v 
5.1 ream of hi* Qa umin ^-wqur 
iiim-pocms. in whkh we se^ 4 4 
seated figure (diming hi* 
conscience by watching .1 TV 
charity programme while 
drupping only t rumhsof (Ofn- 
ftirt in rh( red sufferers. In 
viewing this work shame Is the 
rmly s&nbment we can express 
a? we unwrap She fiflPoH from 
our net! microwivt heated TV 
dinner. 




UNAMFI1 iHy*h Rifccvl 

Riley return* to ihc pop art 
imagery, muting traditional 
painterly subject metier with 
ah aggressively unconvention- 
al way of presenting it. The 
fruit i$ drawn in strong black 
outlines, rfat, abstracted 

col' iur* to define the psychic 
intensity of ejrh fruift ilawnur, 
and the whnh? i* sel inariirhnt* 
omo us situation when we u->*l- 
ise the foreground object k an 
old pintle sailing ihip .mrl tlic 
bowl oi fruit is in r eality an idyl- 
lic South Sea island 


S+fOfcf I'Hupih Riley j 



What fic% Ibis image fo hlvOlir 
Lka , liRJIey's continuing pre- 
occupation with construct an, 
a de^Enpmenl ol Patrick Caul- 
field's sivlies pictures where 
strong colour lipids wetp tied 5 
together with strung black 
lines, an ahstmcrkw’i of the real 
world In whal has become the 
more familiar i m jgt-s. oi advert - 
Ising hoardings, Fop art vfrt- 
uaHy demands a referential 
Wej 1 h-di shaMers the ft.tgHt art 
C'TflCrpk and here it rs provid- 
ed by |he -computer game c r cki 
hair dghl **t firmly on the 
seagull 
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WHSMt 


5N5 Ti 


AN EDITOR, ASSEMBLER, MONITOR AND 
ANALYSER THAT REPRESENTS A NEW APPROACH 

TO MACHINE CODE DEVELOPMENT. 


THE EDITOR 

Produces token ised source 
files which occupy about 
half the normal space and 
accelerate assembly to 
three times the normal 


THE ASSEMBLER 

A full two-pass macro 
assembler (co-resident with 
tbf editor) which supports 
input output from tape and 
disc . conditional assembly, 
intelligent assembly of 
subroutine libraries and 
inclusion of named files 
from tape or disc. 

Biklt an calculator with access id 
symbol table after assembly 

Symbof table may be saved and 
loaded for cross reference and 
selective assembly of subroutine 
libraries. 

Z30 mnemonics curi*be freely 
rntaed with Phoenix . d high level 
compiling language. 


THE MONITOR 

* 

has all the usual features of 
J relocatable front-panel 
debugger plus: 

Disassembly to screen, printer, 
tape at disc wjtfl CALL one / JUMP 
hbek automaitcaliy generated 
Disossemb/ed (7/es can t>e .'ouded 
into the pssemb/er, edited and 
re-assembled 

' 4 slow running modes with a 
trace facility that c/lows the path 
ofa program to Pe stored so that 
bogs can.be traced buck to their 
source. 

Ll 

f 7 types of breakpoints ate 
available up to S can be set at 
my one time Options include 
"down-count" and control of stow 
run modes . 


THE ANALYSER 

A completely new concept m 
program debugging Thrs u/iitfue 
utility aibm vou to execute up to 
ten analyser programs Ti?d£ 
scrutinise your machine code 
program w Me it is running When 
a parucuhr coadrtian )s found e.he 
program will break with an option 
io u ace t he patii taken 

For example, if a program crashes, 
writing extraneous data to i he 
screen, the analyser con be set to 
run the program up Ea the pomi 
that o 1 write' is' mode to a 
particular area of pie screen. The 
path can then be listed to find 
where i he error originated. 


Soljtcd fifes ear? be loaded saved 
to ami from tape and disc from 
within the editor Source files from 
other popular assemblers can be 
loaded and tokentsed. 

A full screen editor whidi 
replaces conventional text 
handbag with a block paragraph ■ 
numbering scheme 


LASER GENIUS. the definitive system 
far machine code programming, rs 
port of t he OCEAN ’'Innovation and 
Quality" range, brought to you wic.fi 
the combined sfcp/fs and resources of 
OCEAN and OASIS ( producer of 
"White Lightning") Other easy in use 
products mi thus range will include 
extended flASfCs, Compilers, screen 
designers., music composers and * >rd 
processors to mak e yaw progiammifig 
■' r i Or f wording miCt exCJUftg , i 


AMSTRAD CPC 464/664/6128 

£ 14 . 95 ? £ 19.951 






llpMi: 

Iflarocnod on an align world Jfld wttJi 4 dopifltl quest on 
yiwir iiifldtyou' ift Indlnri to Uice an otfui cl help IME 
Ctthi fourwif. EMU i II an ClTir camni rrnm tom e ana nr 
iijmething pretty nuty, ihfl I art thing you dc iifhom him, 

J v It dflid . - . 


\yhew 

WTERMINAL MAM 



THRNKS 

f LOT, LADY- WU id 
( 3 LIST KILLED THE- ^ 

V only chance we y 

fW. Hflpy _ <v-i' 

' ‘ii. 

nil • C£mhA • 


WHY, UN 7 UJHY~~ 
WHEN IT HftD 
S^OFFEREP TO help 
bZt — il us? ^ 


i . 


IT WOULD HELP 
US— THEN KILL US . 
l COULD SEE IN ITS 
MINP , CROSS m 



it wrs q 
pork place 

L HIDEOUS 


Handbell wop wandered 

OFF IN PlSOUST flHp.RS he 
CLEARED ft SttTRLL RiPfcE * 


fl WIPE PLAIN STRETCHED RWHY 
BEFORE THEM, COMPLETELY 
FLAT, COLOURLESS IT GLEAMED 
PUU.V INTO The FAR HORI2.QN,,, 


^IN/ 

COME HERE 
L QUICK/ , 


IS THIS UlHftT 
WE'vJE COME 

Jo find 7 


only 

r ONE WHY TO 
FIND OUT — 
COME ON, LET’S 

&ET Points! 

V TO IT m A 


r IT !b 

WE SOURCE OF ^ 
RflPIRTiON COTES 

from its centre 

THE ship FUEL 

Cells which we 

WflNT ARE THERE 
SOMEWHERE m , 


tr BUT > 
r WHERE? 
HOW? IT'S 
tJUST ft 
flat 

nothin&NE&S 



\ Lt 

■l*." * > ■ * f 

■ jj 

l/rE?ntq / 4 

j Wf' 
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FHSClNHTfNc? - 
r SEEMS TO BE MADE 
FROM SUP&RPENSE. 
MOLECULES LOLTH 
VARIABLE MBS S, BUT 
^ WHV„j7 — 



CROSS , 1 t 

| 

MOVfN&i-/ 



r» 


WILL M3li 

STOP 

RDMIRIN& 

IT ANP — ^ 




of course/ ^ 

IT'S A TRANSPORT 
S^/ST&M - AAOST 
ADVANCED I’VE EVER 
SEEN "t ^ 


TELL 


US 


WHHT 


WE 


PO 



^ WE GET ON 
SEE WHERE IT WANTS 
JO TAKE US - COME ^ 
fcr^ON/ 


THE 

V/iflTERlRL ACTS™ 

like R Soup in 

ONE DIRECTION, 


r THE Mil se- 
ts POLARISED, 

^FOCUSSEP, 


- AND LIKE 
T A LIQUID IN 1 
ANOTHER PlRECTrON, 
SO IT CAN PLOW i 
\ LIKE THE WATERS 
XOF A RIVER i^fl 


MOVING EVER FASTER , THEY WERE. WWSKEP 
OUT TO THE CENTRE OF THE PLAIN 



IT ADJUSTS' 
ITS GKRVnY AS 
IT ENTERS THE 
V VORTEX- v 


PON'T 1 

SEUEVE AW 
lOF IT- j 


WE'RE .. 

0O|N& TO ) — 

t Pre/ V calm 
^'-^'''POWN, 

■ MBNPRELL- 


r m &op/^ 

WHIRL POOL ft 


-TLlST S 
TELL ME 
WHEN IT'S 
OUER./ j 



112 2ZAP! 64 May 1986 




Soon the vortex strri&mtenei? 

OUT HNt? DELIVERED THEM TO A 
WIPE &PRCI0U5 H ALL up 


iajhrt is This ' 

PLACE , CROSS? 
WHO BUILT j 
> w tr? 


tf YEAR K 
F AND SINGE 
THEY LEFT Trifc 
LIGHT ON ARE 
l T-ieY still 
^ HERE? 


/- as these 

f INDIVIDUALS 
PISCOVJEREP 
WHEN THEY 
Lcfl/rtE PouuNii 


3^ M &UESS IS ^ 
r THAT THIS IS A PORT' 
PROBABLY THE ONE 
THEY' USED WHEN THEY 
DESERTED THE SYSTEM* 
IT ONLY HRS A 'WHY IN' 
C FOR PASSENGERS - j 


FIRST WE Find 

our fuel cells -Then 

l WE THINK ABOUT IT* 
flfaL COME ON/ 


The search led them 

POlkJN ONE OF THE 

SMALLER SlPE PASSAGES 
THE UBHTIN& HRR 
FAILED HERE m 


fll£EEEff 


~ CROSS, 
I DON’T 
LIKE 


- t SENSE 
SOMETHING 
.ALIVE HERE * 


[WIPE SPACIOUS 




jfl 

^ a 
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WORE OF THEM 
HACK VOUR WAV 
THRDLl&H/ j 


TAKING VER*' CAREFUL 
RIM, CROSS BROUGHT* 
LIP HISBQWANP — 


E&EuGH/ 


Cross was a strange 

HVBRlP -PART MAN, 
PART COMPUTER., PART 
SOMETHING ELSE. - 


r molp ^ 

THEM OFF - 1 
MUST CRACK 
THE COPE ON 
L.TVIIS POOR/j 


THE COMPUTER FART OF 
HIM CONNECTER PlRECTLV 
TDTHE POOR mechanism 


W HURRT ^ 

CROSS/ 
CAN'T HOLP 'EM 
MUCH 

k LONGER/-? 


r SECURITY ^SJ 

Cope isbaseponN 
a Different t/pe of 1 

MATHS -TR1EP &rNflRY 
L TRiEP PRIME j 
Fv NUM&£R&,„ 


CAN'T 
OPEN 
THIS 
POO Ft / 


NOTHING 1 
l CAN 

UNPERSTANP,' 
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ARE UNIT 


Americana Software , all American action at a superb 

value for money price of only 


COMMODORE 64 128 


64/128 ■ ATARI 


COMMODORE 64/ 128 


COMMODORE 64/128 * ATARI 


COMMODORE 64/128 ■ ATARI 


COMMODORE 64/128 ■ ATARI 


[^TfSTySTTT 

am? \ fim 

srri 

|gKVX| 


vAim i i •/ J 






r 

i 


1 

i i 

i\ 

if 

to 


M 

ssr 

i 















**&%*■. 

: s °'v«u^ 6 




7S!*"*i**; 

ur 

J 1 1 j ■ i 1 i d M . , 

f I i ■■• ■ | 

J 1 r i ■ •^r«nd ij , 


CgmFnodofg 
Scffrfin Shot 


p.v; 

ffissaffts 

EKES?— 


^ottheA'tade 
put on your P* 
American subu 

rmcan 9^^ 


fortbe^ofyn" 


HOCOLATE 


masterp 


UNWIRAP 


Commodore e»/ « 

£9 95 (ease) £1^.95 Ida 

1 Amstrad/Schneicler 

£8.95 (cass) 

BC£5 95(cass]£1j951( 

Commodore Cto 

£7 .95 |cass) ^ 


»/ 


■ 

1 % 

i jfl » 


pp 

. * 9 Mil 





Elite 


Systems Ltd., Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, 


England. Tel : (0922) 59165 




